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IN THE UNITED STATES TRADEMARK OFFICE 

BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD 

 

In Re: Serial Nos.  77/948,333; 77/948,895; 85/310,089 

 

Applicant’s Marks: VALHALLA GAME STUDIOS; VALHALLA GAME STUDIOS and 

Design; VALHALLA ENTERTAINMENT 

 

 

VALHALLA MOTION PICTURES, INC., 

 

 Opposer; 

 

              v.          Opposition No. 91204259 

          (parent case) 

VALHALLA GAME STUDIOS CO. LTD., 

 

 Applicant.  

  

  

 

VALHALLA GAME STUDIOS CO. LTD., 

 

 Opposer; 

 

              v.          Opposition No. 91206662 

 

VALHALLA MOTION PICTURES, INC, 

 

 Applicant.  

  

  

 

NOTICE OF FILING OF TRIAL TESTIMONY TRANSCRIPT OF 

GALE ANNE HURD 

 Pursuant to TMBP § 703, Opposer Valhalla Motion Pictures, Inc. hereby submits for 

filing a copy of the deposition of Gale Anne Hurd taken on December 10, 2013, along with all 

exhibits attached thereto.   



  2 

A certified copy of this transcript and exhibits attached thereto was previously served 

upon counsel for Applicant Valhalla Game Studios Co. Ltd. 

 

 

 

 

 

Dated: September 24, 2014    ______________________________ 

             Pamela D. Deitchle (CA SBN 222649) 

      pdeitchle@gracelaw.com 

      Grace+Grace LLP 

            790 E. Colorado Blvd., Suite 797 

           Pasadena, CA  91101 

           Telephone: 626.696.1555 

             Facsimile:  626.696.1559 

      Attorneys for Opposer Valhalla Motion Pictures, Inc.
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CERTIFICATE OF SERVICE 

 

 I hereby certify that a true and complete copy of the foregoing NOTICE OF FILING OF 
TRIAL TESTIMONY TRANSCRIPT OF GALE ANN HURD has been served on September 24, 
2014 by electronic mail, to:  
 

Marvin Gelfand 
mgelfand@weintraub.com 
Weintraub Tobin Chediak Coleman Groding 
9665 Wilshire Blvd., 9th Floor 
Beverly Hills, CA 90212  
 
 

        
         _______________________________ 
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               LOS ANGELES, CALIFORNIA;1

         TUESDAY, DECEMBER 10, 2013; 2:00 P.M.2

3

                     GALE A. HURD,4

         having been first duly administered an5

       oath in accordance with CCP Section 2094,6

         was examined and testified as follows:7

8

                   DIRECT EXAMINATION9

BY MR. GRACE:10

    Q    Could you state your name for the record,11

please.12

    A    Gale Anne Hurd.13

    Q    Where are you currently employed?14

    A    I'm currently employed by Valhalla.15

    Q    Can you describe Valhalla, please.16

    A    Valhalla is a motion picture, television, comic17

book, and Web series transmedia development and18

production company.19

    Q    Let's break that down just a little bit.20

    A    Okay.21

    Q    You used the term "transmedia."  What is that?22

    A    Well, transmedia is the extension of a23

particular brand -- and in this case, intellectual24

property -- into multiple arenas.25
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December 10, 2013Gale A. Hurd

    Q    What types of arenas?  Are you referring to1

media?  Different types of media?2

    A    Different types of media, merchandising --3

there's really no limit at this point.  To give you an4

example --5

    Q    Yes.6

    A    -- The Walking Dead is a comic book, a TV7

series, two video games, a Facebook game, multiple8

novels, t-shirts, figures, pajamas, costumes,9

lunchboxes, figures, sweatshirts.  I mean, literally,10

there's almost nothing that you can imagine that The11

Walking Dead doesn't appear on in The Walking Dead12

universe.13

    Q    And for the board that's reading the transcript14

here, what exactly is The Walking Dead?15

    A    The Walking Dead was originally a comic book16

about an ensemble of characters surviving in a fictional17

zombie apocalypse.18

    Q    What is your role with respect to The Walking19

Dead?20

    A    I am an executive producer of the TV series,21

and I consult on all the various media and exploitation22

of the products that are derived from the TV series.23

    Q    Does the Valhalla brand appear on any of The24

Walking Dead items that you just testified about?25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO
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December 10, 2013Gale A. Hurd

    A    The Walking Dead -- I mean the Valhalla brand,1

the logo, appears on the TV series, which is the number2

one TV series in the 18-to-49 demographic in the United3

States.4

    Q    You mentioned the 18-to-49 demographic.  Is5

there something important about that demographic with6

respect to video games?7

    A    The 18-to-49 demographic is the exact8

demographic that video games appeal to, and it's very9

similar in terms of the sex, the breakdown of male10

versus female, to the TV series.11

    Q    Is the video game audience typically skewed12

toward male as opposed to female?13

    A    Each video game is a little bit different, but14

certainly the harder action, the first-person shooter15

games, the multiple-player universe tends to be male16

dominated.17

    Q    We kind of got off on this track with The18

Walking Dead, but I'd like to back up just a bit and19

have you tell us a little bit more about your background20

in the entertainment industry.21

    A    I started working in the entertainment industry22

in 1978 when I went to work for Roger Corman at his23

company New World Pictures.  I started as Roger's24

assistant, and then I headed up the marketing department25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

7



December 10, 2013Gale A. Hurd

and also produced films for Roger.1

    Q    How long were you there?2

    A    I worked at New World from 1978 to 1982.3

    Q    What did you do after that then?4

    A    After I worked for Roger Corman, I started my5

own production company, Pacific Western Productions,6

which is what it was called at the time, and cowrote and7

produced my first film, The Terminator.8

    Q    Was that the film starring Arnold9

Schwarzenegger?10

    A    That's correct.  Directed by James Cameron.11

And it has spawned multiple sequels, video games, comic12

books, multiple licenses for merchandising.13

    Q    Have you been involved with Pacific Western14

Productions then from The Terminator forward?15

    A    Yes.  And then --16

    Q    Did the corporation change its name at some17

point?18

    A    Yes, it changed its name around 1997, '98, to19

Valhalla Motion Pictures and then Valhalla20

Entertainment, which are often used interchangeably.21

    Q    Who came up with the name Valhalla for your22

company?23

    A    My husband and I worked on the film Armageddon24

together.  He was writer as well as an executive25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO
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December 10, 2013Gale A. Hurd

producer, and we talked about a new company that would1

be identified with the public more as a genre brand.2

Pacific Western could be -- it is actually a bank.  It's3

a -- you know, it's an airline.  And it doesn't really4

speak to the fans of the films, TV series, comic books,5

et cetera, that I produce.6

         So we wanted something that was mythic, that7

had almost a sci-fi genre title.  And we were debating8

between two.  One was Valkyrie, and the other was9

Valhalla, and my husband pointed out that Valkyrie is10

not only difficult to spell but hard to pronounce and11

that Valhalla was probably the better choice.12

         And my husband comes from Scandinavian13

ancestry, so that was also important, that Valhalla is14

from Nordic legends and is the -- is sort of Odin's Hall15

of Warriors who have fallen nobly in battle.  They're16

taken to Valhalla by the Valkyrie.17

    Q    Is there a design element to the brand?18

    A    Yes.  We designed a -- we designed a logo that19

includes a Norse -- Nordic ship with a crescent moon in20

the background.21

    Q    I'm showing you a document previously marked as22

Exhibit 63.  Is that the logo that you just testified23

about?24

    A    Yes.25
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    Q    How was the logo developed?  Who actually1

designed it?  Do you know?2

    A    It was designed by a gentleman by the name of3

Bruce Schluter.  Bruce and -- Schluter, I'd have to look4

up.5

    Q    Is there any --6

    A    And I think that it was done through a company7

called Rod Dyer, D-y-e-r, Designs, but it's been a long8

time, and I could have that slightly wrong.9

    Q    Is there any association between the word10

"Valhalla" and the image that's depicted on Exhibit 63?11

    A    Not really.12

    Q    So how did the two come together?13

    A    It was designed by Bruce Schluter.  It was not14

something where Valhalla has any connection to a ship at15

all.16

    Q    Continuing on with your experience, you17

testified about your -- I think we were at the release18

of Armageddon.  Could you describe briefly what your19

involvement was with that.20

    A    I produced Armageddon alongside Jerry21

Bruckheimer, and the film was made for The Disney22

Company.  And not only was there a -- the design of the23

ship, there was also an animated logo that was created24

by Bruce Schluter.25
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    Q    I'm showing you a document previously marked as1

Exhibit 66.  Do you recognize that?2

    A    Yes.3

    Q    What is it, please?4

    A    It is from the title sequence for Armageddon,5

and it is our animated logo on the film.6

    Q    That's the second frame?7

    A    Correct.  It's the Valhalla animated logo on8

the film.9

    Q    What does the animation actually do for the10

image when it's on the screen?  Does the boat appear to11

be sailing?12

    A    The boat appears to be moving, there's a music13

cue as well, and then it freezes frame.14

    Q    Does the boat appear to change in direction as15

it moves in the animation?  I guess I'm trying to break16

down what is the animation feature of the logo?17

    A    The animation feature is the ship moving18

forward and the crescent moon as well as clouds.19

    Q    I'd like to round out for the board your20

experience.  We've talked briefly about a couple of21

films already.  Would you take a look, please, at22

Exhibit 51.  There we are.23

    A    Okay.24

    Q    And there's already been some testimony about25
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December 10, 2013Gale A. Hurd

this from other employees of Valhalla.  So I just want1

to see if you can identify this as representing the2

entertainment works with which you have been involved3

either at Valhalla or at other companies in your career.4

    A    Yes.  It represents the films and TV series,5

comic books, et cetera, that I have been associated6

with.  I think there might -- no, I think -- they're all7

here.  I have others that have been made since then.8

         No, I take it back.  Very Good Girls is there,9

which actually won't be released until 2014.  So it says10

here 2013, but it will be released in 2014.  It11

premiered at the Sundance Film Festival in 2013.  So I12

suppose that was the first time it had a public13

screening.14

    Q    Is this document prepared in reverse15

chronological order then?16

    A    That's correct.17

    Q    Could you briefly sum up the awards that you18

have received in the entertainment industry as a result19

of your career.  And I understand -- let's just focus on20

the highlights.21

    A    Okay.  I've received multiple awards from the22

Academy of Science Fiction Fantasy & Horror, called the23

Saturn Awards, including the President's Award, which is24

over there.  I can show you if you like.  I think I've25
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received six or seven of them.1

         I've received the International Stunt Award.2

I've received -- I'm in the National Association -- the3

National -- I've received an award from the National --4

what's it called?  Anyway, National Film Critics Award,5

Special Merit Award.  I've received a star on the6

Hollywood Walk of Fame.7

    Q    What was that for?8

    A    That's for my achievement in feature films.9

    Q    Now, the Hollywood Walk of Fame award, is that10

in the nature of just for a single work or --11

    A    No, it's for a body of work.12

         I've also received the Crystal Award from Women13

in Film.  I've received the Taurus Award from14

International Stunt Association.  I was just given a15

retrospective and an award from the Deauville American16

Film Festival in France alongside Cate Blanchett,17

Michael Douglas, and Nicholas Cage.  I've received the18

Producer's Guild Charles FitzSimons Award.19

    Q    And what's that for?20

    A    That's for service to the Guild.21

         I've received a UCLA Vision Award.22

    Q    And you're not even an alum of UCLA?23

    A    That's correct.24

         I received the Stanford Business School's --25
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and I didn't attend Stanford Business School either --1

Outstanding Businessperson Award.2

    Q    Does Forbes have a special name for you?3

    A    They call me the "First Lady of Sci-Fi."4

    Q    And why is that?5

    A    Because going back to 1984 when The Terminator6

came out, I started producing some of the classic sci-fi7

genre films and now TV series that endure to this day.8

    Q    In addition to Terminator and Armageddon, what9

other ones that have been major blockbusters?10

    A    Aliens, The Abyss, The Hulk, The Incredible11

Hulk, The Punisher.  Those are considered the most12

significant blockbusters, but I've produced other films.13

Aeon Flux, Virus, Punisher: War Zone.  Numerous others.14

    Q    Are video games related to the motion pictures15

that -- especially the genre in which Valhalla is16

focused?17

    A    Yes.  Many of the films that I produced have18

subsequently become video games.  And also, obviously,19

the television series The Walking Dead was also20

developed into multiple video games.21

    Q    Has the Valhalla brand appeared on any of those22

video games thus far?23

    A    No.24

    Q    Why not?25
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December 10, 2013Gale A. Hurd

    A    That was not part of the deal, the contractual1

obligations entered into, when I negotiated my deals2

with the motion picture studio or with the television3

company.4

    Q    Is it part of Valhalla's plan now to expand5

into that role, that area?6

    A    It's been a plan for a while, yes.7

    Q    When did you first start thinking about having8

your own branded video games?9

    A    Those discussions began at least six years ago.10

    Q    Can you describe them briefly?11

    A    Yes.12

    Q    What was your plan?  Who did you talk with?13

    A    The plan was that since my name, and14

subsequently Valhalla, was so well identified with15

quality entertainment with a certain demographic, that16

it made a great deal of sense to transition the17

storytelling into the transmedia universe and extend it18

into comic books, video games, and Web series.19

    Q    What have you done to implement that plan?20

    A    To date we have already worked with comic book21

publishers to release three branded comic books -- Anti,22

Dead Man's Run, and The Scourge.  We have a Web series,23

and the first episode of that is being shot before the24

end of the year.25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

15



December 10, 2013Gale A. Hurd

    Q    What is a Web series, by the way?1

    A    A Web series is content that's created to2

appear on the Web, and it is generally available in much3

shorter format than a typical TV series would be.  So4

they're often three to four minutes, maybe up to 155

minutes.6

    Q    Is the content that you're thinking about or7

that you're shooting to include in that Web series still8

within the genre brand that's consistent with the prior9

works branded under Valhalla?10

    A    Yes, the -- I'm not at liberty to discuss.11

I've signed an NDA about the actual property.  But yes,12

it is in the science fiction, fantasy, horror, action13

arena.14

         MR. GELFAND:  Move to strike the testimony with15

respect to that.16

BY MR. GRACE:17

    Q    Is the Web series that's under production still18

within the genre that Valhalla has branded its product19

in the past?20

    A    Yes.21

    Q    My question earlier was asking you about what22

steps you'd implemented to try to put into play the23

plans to expand.24

         What about attending conferences and industry25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

16



December 10, 2013Gale A. Hurd

events?  Does Valhalla have a plan in which it sends1

representatives to attend those kind of events in the2

sci-fi, horror, video game arena?3

    A    Yes.  I as well as other employees have4

attended multiple Comic-Cons in San Diego, New York, and5

elsewhere.6

    Q    What do you do at a Comic-Con?7

    A    Well, at the San Diego Comic-Con and New York8

Comic-Cons, I often speak on many panels.9

    Q    Panels on what types of subjects?10

    A    I have spoken on panels about a particular film11

or TV series that I'm producing, about -- one that I12

served on was called Girls Gone Genre.  I've spoken at13

the Consumer Electronics Show about digital14

storytelling.15

    Q    That's known as CES?  Is that --16

    A    CES, that's correct.17

    Q    That's in Las Vegas?18

    A    Yes.19

         I've spoken at the National Association of20

Broadcasting convention about transmedia storytelling.21

And I've also attended and spoken at NATPE, which was in22

Miami, which is the National Association of Television23

and Video Producers Association.24

         And I've also spoken at multiple panels in25
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Europe, including the number one content sales1

convention, which is called MIPCOM.2

    Q    Where is that located?3

    A    That takes place in Cannes, in France.  I've4

also spoken at Comic-Con in Paris.5

    Q    When you're appearing, speaking on these6

panels, do you identify yourself as coming from7

Valhalla?8

    A    Yes.9

    Q    And is that important for you and for the10

company?11

    A    It is.12

    Q    Why?13

    A    It's important, you know, because now more than14

ever, a brand is critical.  And there are countless15

articles about how important branding is because there16

is so much content available that the consumer17

identifies with a particular brand, seeks out that brand18

because they know that it speaks to a certain level of19

quality.20

    Q    Let me show you one here that's been previously21

marked as Exhibit 60.22

    A    Yes.23

    Q    Do you recognize that?24

    A    Yes.  That is The Scourge comic book, which we25
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created in partnership with Aspen Comics.1

    Q    Do you see the Valhalla brand on the cover?2

    A    I do.3

    Q    Could you note for the record where that is so4

that the reader can identify it.5

    A    It's on the cover of the comic book.6

    Q    Upper left-hand corner?7

    A    Upper left-hand corner in the same size as the8

Aspen logo.9

    Q    So it's immediately to the right of the Aspen10

logo?11

    A    Yes, and immediately to the left of the title12

of the comic book.13

         I also spoke on the Aspen panel at Comic-Con.14

I've spoken on their panels twice at Comic-Cons.15

    Q    Turning to page 2 of Exhibit 60, do you see the16

Valhalla brand depicted there?17

    A    Yes.18

    Q    Can you identify it for the record by its19

location and appearance?20

    A    Yes.  It is bottom right of the page, adjacent21

and the same size as the Aspen Comics logo.22

    Q    I'm showing you a document previously marked as23

Exhibit 15.  Do you recognize that?24

    A    Yes.  That is a screenshot of the Valhalla25
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Entertainment website.1

    Q    Can you identify briefly what products are2

being presented on the Valhalla Entertainment website?3

    A    They list films, television, comics.  We also4

have various interviews.  We have a blog.  We have a5

store, and we link to other relevant stores.6

    Q    In particular, what features are being7

promoted?  What works?8

    A    Well, we feature Valhalla's Reel of9

programming.  On the feature The Walking Dead, we10

feature comic books.11

    Q    I see The Scourge as well there in the corner.12

    A    Yes, that's a comic book.13

    Q    What is Valhalla's Reel?14

    A    Valhalla's Reel includes the -- many of the15

films that I've done before.16

    Q    The one that's being depicted in Exhibit 15 in17

the center there is -- what movie is that from?18

    A    That's from Aliens.19

    Q    Thank you.20

         I'd like to mark a one-page document bearing21

control No. VMP 10 as Exhibit 71.22

         (Exhibit 71 was marked for identification by23

         the reporter and is bound under separate24

         cover.)25
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BY MR. GRACE:1

    Q    Ms. Hurd, the court reporter has placed before2

you a document marked as Exhibit 71.  Would you take a3

look at it, please.  My first question is going to be4

whether you recognize it.5

    A    Yes.6

    Q    What is it, please?7

    A    It is the title sequence from the film The8

Punisher, featuring the Valhalla logo.9

    Q    What was your role in The Punisher?10

    A    I was producer of the film.11

    Q    Did the Valhalla Motion Pictures logo appear in12

the film?13

    A    Yes, it did.14

    Q    Were there video games which were produced15

based upon the film The Punisher?16

    A    Yes, there was a video game created based on17

the film and the comic book from which it was adapted.18

    Q    How were you involved with the video game in19

that regard?20

    A    I was consulted about the design, the color21

palette, the gameplay, and the characters.22

    Q    What do you mean by "gameplay"?23

    A    In other words, what the player has the24

opportunity to do while playing the game -- you know,25
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what was realistic, what would be within the universe of1

the film that we created and the comic book -- so that2

there is an overall connection between that world, which3

is very important in transmedia, that the experience4

does not violate the world that's been created in the5

comic book and the film.6

    Q    What happens if that connection is violated,7

meaning that the video game is not closely related to8

the underlying work from which it comes?9

         MR. GELFAND:  Objection.  Vague and ambiguous.10

         THE WITNESS:  Often the fans tend to not11

respond positively if it feels as if they are being sold12

an inferior product.  They're looking to expand the13

world of the characters, the comic book, and the film.14

BY MR. GRACE:15

    Q    Expand but --16

    A    But remain true to the characters and the rules17

of the world.18

    Q    Have you been involved in consulting for any19

other video games which were spinoffs of motion pictures20

that you were producing?21

    A    Yes.22

    Q    What other ones?23

    A    I was involved in the video game derived from24

Aeon Flux, from The Hulk, and from The Walking Dead.25
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    Q    How many video games are there that have sprung1

from The Walking Dead?2

    A    There are -- there are two video games and one3

Facebook game at the minimum.4

    Q    Have you consulted on all of those?5

    A    I consulted on the -- on the Activision game,6

which was based on the TV series, as well as the7

Facebook game.8

    Q    And just to make sure the chronology is filled9

out, at what times did you consult for the video game10

for The Punisher?11

    A    The --12

    Q    Rough time frames.13

    A    Generally, in order for the game to be released14

in support of a film, they try to time the video game so15

that it releases either in concert with the release of16

the film or with the release of the DVD or at Christmas.17

So the discussions began as we were going into18

preproduction on the film itself.19

    Q    Is there a marketing relationship between the20

release of feature films like the ones you've been21

describing and the video games which bear the same name?22

    A    There's a very close relationship between the23

two, yes.24

    Q    Can you describe that for the board, please.25
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Why is that important?1

    A    Any ancillary that's derived from an underlying2

property receives its first promotion and awareness3

through the marketing of the film or TV series.  People4

want to buy things that are derived from something5

they've loved in another medium.6

         So for a film in which there are often, you7

know, multiple millions of dollars spent generating8

awareness, the video game publisher wants to make sure9

that they maximize that awareness and are able to10

capitalize on it.  So those -- the two companies work11

very, very closely together.12

    Q    Which two companies?13

    A    The creator of the video game and the financier14

and distributor of the film or TV series with the15

producers consulting.16

    Q    And that's the position that you're in?17

    A    Yes.  Yes.  It's consulting.  It's not18

controlling, but it's consulting.19

         To give you an idea, my fellow producers on The20

Walking Dead did not like the title that Activision was21

going to use for their video game, and we suggested a22

different title.  And they -- even though they were not23

obligated to change the title, they did, because they24

knew that we knew The Walking Dead audience better than25
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they did.1

    Q    I want to back up now to the initial topic that2

we were focusing on, which was the steps you've been3

taking to realize the plan of getting involved in the4

video game space.5

         There's been some testimony by a former6

employee, Ben Roberts, who was employed by Valhalla and7

had some responsibilities that he testified to.  What8

did you ask him to do?  What was his role in the company9

for you?10

    A    Ben Roberts's role in the company was to find11

and create intellectual property that the company could12

develop into comic books, TV series, features, or Web13

series and video games.14

    Q    And how did he attempt to do that?15

    A    In some cases, Ben came up with ideas on his16

own.  He also contacted agents and agencies, reached out17

to the owners or controllers of intellectual property18

like comic book companies, comic book creators, video19

game companies, book publishing companies.  Met with20

writers.  It's a very broad universe.21

    Q    When did this activity start of reaching out22

to -- for content that could be put to this transmedia23

operation?24

    A    At least six or seven years ago, we -- if not25
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earlier.  There have been comic books that have been1

derived from my films, as well as video games in the2

past, but we were at a sufficient point where companies3

were coming to us to ask us to become involved in4

content because of the awareness of the brand.5

         And those companies included Aspen Comics as6

well as 12 Gauge, and we made those -- the comic books7

in partnership with them.  Those comic books are Dead8

Man's Run and The Scourge for Aspen Comics, and Anti for9

12 Gauge.10

    Q    What about companies that have approached you11

with video game properties seeking your help in12

exploiting that story or that property in other media?13

Has that ever happened?14

    A    Those discussions would have taken place with15

Ben, Kris, or Phil, my employees.16

    Q    Did they report to you regularly with respect17

to what was happening?18

    A    Yes.  I ask for daily updates from my employees19

because I am often out of town on location, working on20

my films or TV series during production.  So we should21

have quite a few of those contacts.22

    Q    Did you send any representatives to E3?23

    A    Yes.  Not only did I attend E3, but many of my24

employees have for the past few years.25
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    Q    What's the purpose of going to E3?1

    A    E3 is one of the top video game conventions.2

And during visits, they were able to arrange meetings3

and take discussion -- and discuss properties with4

representatives from multiple video game companies.5

    Q    What were you looking to do in potential deals6

with other video game companies?7

    A    In many instances we were looking to co-develop8

or acquire intellectual property, there existing or9

upcoming video games.  There were also discussions about10

joint ventures.11

    Q    With the business plan to acquire or partner12

with someone else to acquire intellectual property13

rights to video games, what would you do to exploit14

those rights?15

    A    Given that we were and are looking to be a16

transmedia company, they would involve not only feature17

films or TV series or Web series but potentially comic18

books and other opportunities that might become19

available.20

    Q    Have you ever seen the website that Valhalla21

Game Studios has?22

    A    I have seen it once we began this.  I had not23

seen it prior to.  Once we began this process, I did24

look at it, yes, but I had not seen it before.25
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         MR. GRACE:  I'd like to mark as Exhibit 72 a1

two-page document.2

         (Exhibit 72 was marked for identification by3

         the reporter and is bound under separate4

         cover.)5

BY MR. GRACE:6

    Q    Have you had an opportunity to look at7

Exhibit 72?8

    A    Yes.9

    Q    What does it appear to you to be?10

    A    It appears to be a screenshot of a website.11

    Q    A website that has the name "Valhalla Game12

Studios" in the upper left-hand corner?13

    A    That's correct.14

    Q    Can you describe that for the board, please.15

What do you see?16

    A    I see --17

         MR. GELFAND:  Objection.  Irrelevance, best18

evidence.19

         THE WITNESS:  I see a logo that is strikingly20

similar to the Valhalla logo and a square box on the top21

left-hand corner.22

         MR. GELFAND:  Move to strike the offending23

testimony, not competent.24

///25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

28



December 10, 2013Gale A. Hurd

BY MR. GRACE:1

    Q    What is being promoted by the website?2

         MR. GELFAND:  Objection.  Best evidence, lack3

of foundation.4

         THE WITNESS:  The website seems to be promoting5

a trailer for a project called Devil's Third.6

BY MR. GRACE:7

    Q    Do you have an understanding about what Devil's8

Third is?9

    A    Given that it says Xbox 360 and PS3, that I10

assume that it's a video game.11

    Q    Where do you see those references so the board12

can see this as well?13

    A    Under "ES 2011 Trailer" and "ES 2010 Trailer,"14

there are the -- their logos.15

    Q    Do you see a logo, the first logo, the first16

little square box?17

    A    Yes.18

    Q    Does that appear to be --19

    A    That appears be to the Valhalla --20

    Q    -- Valhalla Game Studios --21

    A    -- Game Studios logo.22

    Q    And then just to the right of that is another23

white box with some lettering on the inside.24

    A    Yeah.25
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    Q    And then PS3?1

    A    Yes.  And then THQ, which was also the video2

game company that created The Punisher video game.3

    Q    Did you used to work with the -- did Valhalla4

used to work with THQ?5

    A    Yes.6

    Q    In consulting with the video game?7

    A    In consulting with The Punisher video game8

which THQ created.9

    Q    Do you have any understanding about how similar10

the Valhalla Game Studio logo is to your company's11

trademarks?12

         MR. GELFAND:  Objection.  Calls for expert13

opinion.14

         THE WITNESS:  To a casual observer's eye, it15

would look very similar.16

BY MR. GRACE:17

    Q    What are the elements of similarity as you see18

them here?  And understanding you're not an expert in19

trademark law; correct?20

    A    That's correct.21

         MR. GELFAND:  Same objection.  Calls for expert22

testimony.23

         THE WITNESS:  There is a Norse ship with a very24

prominent sail.25
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BY MR. GRACE:1

    Q    In both images does the boat appear to be in2

motion?3

    A    Yes.  In both instances, it's -- in Valhalla4

Game Studios it's cresting a wave, and in Valhalla's5

it's on a cloud.6

    Q    And obviously Valhalla, the name, is used in7

both?8

    A    Yes.9

    Q    Does "Game Studios" have any special meaning to10

you in the entertainment industry?11

         MR. GELFAND:  Objection.  Calls for expert12

testimony.13

         THE WITNESS:  No, I had never heard of them14

previously.15

BY MR. GRACE:16

    Q    No, I'm talking about the term "Game Studios"17

itself.18

    A    Oh.  What do you mean?19

    Q    Well, we've heard in common parlance movie20

studios, film studios, game studios.21

         Is "game studios" an industry term?22

    A    Not one that is common that I'm aware of.23

    Q    Does it suggest an affiliation with24

entertainment in some fashion?25
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    A    I guess so.1

    Q    We're not guessing here.  So it's okay.  That's2

fine.3

    A    Okay.4

    Q    Do you have any understanding about the5

demographic of the proposed video game that is depicted6

in Exhibit 72?7

    A    It looks like it's an action video game.  In8

general, those appeal to the male gamer from 18 to 49.9

    Q    Is that the same demographic that Valhalla10

Motion Pictures caters to?11

    A    Yes.12

    Q    There's been some testimony about Valhalla13

Motion Pictures and its relationship to video games.14

And I'd like to identify a couple of articles that have15

been published recently and ask you to take a look at16

them if you would.17

         Our next exhibit we'll mark as Exhibit 73.  It18

is a press release dated April 5, 2005.19

    A    Okay.20

         (Exhibit 73 was marked for identification by21

         the reporter and is bound under separate22

         cover.)23

BY MR. GRACE:24

    Q    Do you recognize Exhibit 73?25
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    A    Yes, it's a -- it seems to be -- it is a press1

release that was released by Majesco, the creator of the2

Aeon Flux video game.3

    Q    Do you recall the release of the game being4

coordinated with the release of the motion picture for5

Aeon Flux?6

    A    Yes, it was coordinated between the two7

companies to maximize the promotion for each.8

    Q    On the paragraph that begins "Paramount9

Pictures and Lakeshore Entertainment," about the fifth10

paragraph down, there's a reference to Valhalla Motion11

Pictures.12

    A    Uh-huh.13

    Q    What was Valhalla Motion Pictures's role with14

respect to Aeon Flux?15

    A    Valhalla Motion Pictures is one of the two16

production companies responsible for producing the film.17

    Q    And just to confirm again, this also was one of18

the video games that you consulted on; correct?19

    A    That's correct.20

         MR. GRACE:  I'd like to mark as Exhibit 74 a21

two-page press release dated April 10, 2003.22

         (Exhibit 74 was marked for identification by23

         the reporter and is bound under separate24

         cover.)25
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BY MR. GRACE:1

    Q    Do you recognize Exhibit 74?2

    A    Yes.3

    Q    What is it, please?4

    A    It's a press release announcing the video game5

of The Hulk based on the feature film.6

    Q    Is there a relationship between the release7

date of the video game and release date of the film?8

    A    Yes.9

    Q    What is that relationship?10

    A    They were -- they were designed to come out at11

about the same time.12

    Q    Was Valhalla Motion Pictures involved with the13

motion picture?14

    A    Yes, the film was a Valhalla Motion Picture15

production.16

    Q    And the brand appeared on the film?17

    A    Yes.18

    Q    Was Valhalla involved with the video game?19

    A    Yes.20

    Q    In what capacity?21

    A    We consulted on the story, the characters, and22

the gameplay.23

    Q    Was the Valhalla brand on the video game?24

    A    No.25
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    Q    Why not?1

    A    It was not part of our overall deal with2

Universal.3

    Q    There's quite a bit of commentary here on what4

experience the video game was trying to emulate.  How5

were you involved in that particular process?6

    A    I was involved to ensure that the universe we7

created for the film was not violated by any of the8

gameplay in the video game.9

    Q    Did you have approval rights for the video10

game?11

    A    I had consultation rights.12

    Q    And can you describe for the board the13

difference between approval rights versus consultation14

rights.15

    A    With approval rights, you can deny approval.16

And with consultation rights, I was involved in17

discussing the different choices, the Vivendi and18

Radical Media team responsible for creating the game.19

But they very much wanted to make sure there was a20

seamless transition between the film and the video game.21

    Q    Why is a seamless transition important?22

    A    Once again, as you're building out a universe,23

the fans see the video game as an extension of the film.24

    Q    Can you describe to the board how you're using25
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the Valhalla brand to reach out to fans?1

    A    Currently, in addition to our website, I am2

very active speaking at fan conventions like Comic-Con.3

We have both a Twitter and a Facebook page for Valhalla4

Entertainment.  I also have a personal one.  And we5

are -- we build close relationships with our partners,6

such as AMC, who retweet our postings or direct people7

to contests we might have.8

    Q    Do you use the Valhalla brand in your Twitter9

postings?10

    A    The Valhalla Entertainment has its own Twitter11

feed as well as Facebook page, and we tweet and retweet12

links from one to the other.13

    Q    How many followers would you estimate Valhalla14

Entertainment Twitter has?15

    A    I'm not sure.16

         MR. GELFAND:  Objection.  Lack of foundation.17

Withdraw the objection.18

         THE WITNESS:  Lyndsey Miller, who is our19

in-house public relations executive, handles that.  I20

know that I have 85,000 followers on Twitter.21

BY MR. GRACE:22

    Q    Are your tweets retweeted by AMC?23

    A    My tweets as well as Valhalla Entertainment24

tweets are retweeted by AMC.25
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    Q    Do you have any understanding as to how many1

people are following AMC's tweets?2

    A    AMC has about two and a half million followers.3

    Q    Would it be fair to say then that you have over4

two and a half million people who would see Valhalla5

tweets from time to time relating to, for example, The6

Walking Dead?7

         MR. GELFAND:  Objection.  Lack of foundation.8

         THE WITNESS:  I think that that is the9

potential viewing audience.  But it can also reach more10

than that.  That's the viral nature of social media is11

such that if one of our very avid fans -- like Felicia12

Day, who has many million followers -- retweets, that's13

how something becomes viral and reaches an audience much14

larger than just two and a half million.15

         Patton Oswalt retweets.  Chris Hardwick, the16

Nerdist, retweets them, and he has many million17

followers.  So it's actually a much larger universe.18

BY MR. GRACE:19

    Q    Do you have any understanding as to what the20

ratings are for Walking Dead, the branded Valhalla21

Entertainment part?22

         MR. GELFAND:  Objection.  Compound.23

         THE WITNESS:  The Walking Dead is actually the24

highest rated scripted series on all of cable -- all of25
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television, not just cable, cable or broadcast -- in the1

18-to-49 demographic.  And it's the first program ever2

to beat Sunday Night Football in that demographic.3

BY MR. GRACE:4

    Q    Does the Valhalla brand appear in that series?5

    A    Yes.6

    Q    In each episode?7

    A    Yes, we have an animated logo.8

         MR. GRACE:  No further questions.9

10

                   CROSS-EXAMINATION11

BY MR. GELFAND:12

    Q    How long is it on, the brand?13

    A    It's on a few seconds, as are all logos.14

         MR. GELFAND:  Want to take a couple-minute15

break before we actually get going?16

         MR. GRACE:  Sure.17

         (Recess taken from 3:04 p.m. to 3:14 p.m.)18

BY MR. GELFAND:19

    Q    Ms. Hurd, you know my name is Marvin Gelfand20

with Weintraub Tobin.  We represent Valhalla Game21

Studios in this matter.  You're aware of that?22

    A    Yes, I am.23

    Q    You are the owner of Valhalla Entertainment;24

correct?25
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    A    That is correct.1

    Q    And Valhalla Motion Pictures?2

    A    Yes.3

    Q    The name was changed -- the actual use of the4

name from Valhalla Motion Pictures to Valhalla5

Entertainment was changed in order for you, as you said,6

to focus on the expansion into multiple media; is that7

correct?8

    A    Correct.9

    Q    And when did you first start using Valhalla10

Entertainment?11

    A    I think Julie would know exactly when that12

happened.13

    Q    You're not sure when you first started using14

it; correct?15

    A    I'm not.16

    Q    Who were the directors of Valhalla17

Entertainment?18

    A    That's also something Julie would know.19

    Q    And the officers of Valhalla Entertainment?20

    A    That's correct.21

    Q    Now, when you first applied for a trademark for22

Valhalla Motion Pictures, you were not aware that there23

was a recording studio services company by the name of24

Valhalla that already had secured a trademark; is that25
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correct?1

    A    That's correct.2

    Q    Were you aware that initially the Patent and3

Trademark Office refused to register Valhalla Motion4

Pictures because of the existence of the Valhalla in5

recording studio services?6

    A    I recall something.  I don't recall it7

specifically, but I believe that Julie would know that.8

    Q    You recall there was some issue but that it was9

resolved?10

    A    Yes, yes, that's what I recall.11

    Q    Now, is it fair to state that over the years,12

you were not aware of what steps have been taken in13

order to protect Valhalla trademarks?14

    A    I'm not specifically aware.15

    Q    And you're not aware as to whether, other than16

this proceeding, there has ever been any litigation with17

respect to any Valhalla trademark?18

    A    Correct.19

    Q    Other than Valhalla Game Studios, are you aware20

as to whether or not Valhalla Motion Pictures ever21

contended that anyone has interfered with the Valhalla22

Motion Picture trademark?23

    A    I'm not sure.24

    Q    Were you aware of the existence of a video game25
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company called V. Valhalla Knights?1

    A    Not that I recall.2

    Q    Do you have any knowledge as to why Valhalla3

Motion Pictures did not file an opposition to the4

V. Valhalla Knights trademark?5

    A    I'm not aware.6

    Q    Or do you know why Valhalla Motion Pictures did7

not file a cancellation proceeding against the8

V. Valhalla Knights trademark?9

    A    I am not.10

    Q    Other than in this lawsuit itself, has any11

person ever raised to you a question of what your12

relationship is with Valhalla Game Studios?13

    A    No.14

    Q    Now, you talked about in your direct15

examination all of the different products, especially in16

relationship to Walking Dead, that are out there.  And17

your statement was literally there's almost nothing that18

you can imagine that The Walking Dead image or19

intellectual property could not appear on; is that20

correct?21

    A    Correct.22

    Q    I think you testified in your deposition that23

there could be countless products that could be utilized24

for any of the intellectual property; right?25
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    A    Correct.1

    Q    Now, the Valhalla name or logo doesn't appear2

on any of these products; is that correct?3

    A    That's correct.4

    Q    Have you ever taken any steps to make sure that5

the Valhalla name or logo would appear on any of the6

products for any of your intellectual property?7

         MR. GRACE:  You mean other than this one?8

         THE WITNESS:  It's all subject to deals that9

are negotiated early on in the process.10

BY MR. GELFAND:11

    Q    Well, you mentioned how important branding is12

to you.13

    A    Yes.14

    Q    Have you ever tried to get the Valhalla name or15

logo to appear on, let's say, The Walking Dead?  Any of16

The Walking Dead toys or figurines?17

    A    One cannot renegotiate their deal.  The creator18

does not have his logo on them either, the creator of19

The Walking Dead comic.  But I will certainly put that20

in my future negotiations.21

    Q    I'm sure you will.22

         Well, with respect to a few items you testified23

to -- well, let's talk about Exhibit 73 that's in front24

of you.  There's the press release from Games Industry25
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International -- or printed from Games Industry1

International with respect to Aeon Flux.2

         Do you recall testifying about that?3

    A    I do.4

    Q    And you also mentioned, and towards the bottom5

of the first page in one of the paragraphs it states:6

             "Paramount Pictures and Lakeshore7

         Entertainment present a Valhalla Motion8

         Pictures and MTV Films production, 'Aeon9

         Flux.'"10

         Do you see that?11

    A    Yes, I do.12

    Q    And you know in the video game the name of13

Valhalla Entertainment or Valhalla Motion Pictures does14

not appear anywhere?15

    A    That's correct.16

    Q    Are you aware that MTV Films or MTV Games does17

appear there?18

    A    Yes, it's an MTV character, and MTV is also19

owned by Viacom, which owns Paramount.20

    Q    Now, you consulted, you stated, on the Aeon21

Flux game; correct?22

    A    That's correct.23

    Q    Did you ever try to get your name put in as one24

of the credits because you consulted on the game?25
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    A    No, that wasn't part of my deal.1

    Q    Take a look at Exhibit 67, if you would.  It2

should be in front of you.  It's, I think, right there.3

It's the Aeon Flux Xbox packaging.4

    A    Uh-huh.5

    Q    Do you recognize that?6

    A    Yes.7

    Q    And you see on the front of the package there's8

several different logos on either the front or the back9

of the package; correct?10

    A    Uh-huh.11

    Q    Correct?12

    A    That's correct.13

    Q    And if you go inside, which is the booklet on14

the front and the back of the booklet, there are also15

different logos.16

    A    Yes.17

    Q    If you turn to page 22 in the booklet, there18

are three pages of credits from page 22, 23, and 24.19

         Do you see that?20

    A    I do.21

    Q    And it lists a whole bunch of the different22

companies, games, the studios, and so forth.23

         At any point in time, did you try to get the24

Valhalla brand listed on those credits?25
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    A    No, it was not part of my deal.1

    Q    Is that because generally at the time the2

studios that are actually doing the film and3

distributing it are the ones who own the intellectual4

property for merchandising?5

    A    That's correct, unless you have negotiated a6

different deal upfront.  But at the time I had an7

overall deal with Paramount.  This fell under my overall8

deal.9

    Q    Just to kind of close this loop, in Exhibit 74,10

again it's a press release dealing with Hulk.  It11

mentions that -- I know I'll find it pretty quickly.12

         In the end of the first paragraph, that refers13

to "The Valhalla Motion Pictures/Good Machine Production14

will hit theaters June 20, 2003."15

         Do you see that?16

    A    I do.17

    Q    The only thing we know from, I think, the face18

of this is that it's April 10, but it doesn't say what19

year.  Since it's now talking about being projected as20

to when it will hit theaters, can we agree that it's21

April 10, 2003?22

    A    Yes.23

    Q    And in Exhibit 55, which I don't know if you24

have -- and let me show you -- let me show you a copy25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

45



December 10, 2013Gale A. Hurd

because I believe that was marked yesterday.1

         Do you recognize Exhibit 55 as the video game2

for The Incredible Hulk?3

    A    Yes, I do.4

    Q    And once again, this is a video game that you5

stated that you consulted on to make sure that the6

product was true to the characters?7

    A    That's correct.8

    Q    And again, like in any of the video games, the9

Valhalla brand or name does not appear anywhere;10

correct?11

    A    That's correct.12

    Q    Now, Valhalla Entertainment up to this point in13

time has taken no steps to actually produce video games;14

is that correct?15

         MR. GRACE:  Objection.  Ambiguous.16

         THE WITNESS:  We have had meetings with video17

game companies.18

BY MR. GELFAND:19

    Q    Would that be to couple with the video game20

company, or would you actually produce the game itself?21

    A    We met with them to discuss partnering on22

various projects.  In some cases screenwriters or23

novelists have asked us to approach video game companies24

to actually create a video game and spin off a film or a25
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TV series from that.1

    Q    Specifically, has Valhalla done anything or2

taken any steps to actually produce video games itself?3

    A    No, not on its own.4

    Q    You testified earlier that it has been part of5

Valhalla's plan to expand though into partnering with6

companies into video games; correct?7

    A    That's correct.8

    Q    Is there any written business plan with respect9

to this plan by Valhalla to expand into video games?10

    A    We don't have a business plan per se that's11

written out.12

    Q    And have there been any budgets put together13

for any specific plan in order to expand into video game14

production?15

    A    No, we didn't have budgets for comic book16

expansions either.17

    Q    The answer is no, you don't have it for video18

games; correct?19

    A    Yes, but we don't have it for any expansion20

opportunities.21

    Q    You mentioned earlier that consumers identify22

with brands because they know quality; correct?23

    A    That's correct.24

    Q    What studies have you reviewed that suggest25
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that?1

    A    I think there is anecdotal evidence that I've2

read in various trade papers.3

    Q    When you read the anecdotal evidence in trade4

papers, you recognize that's for certain fungible5

products that people identify with brands; is that6

correct?7

    A    I'm not sure what you mean by "fungible."8

    Q    Well, let me ask this:  Have you ever seen9

anything that suggests that anybody buys a video game10

because of the brand of the publisher?11

    A    In reading about the upcoming release of the12

Game of Thrones video game made by Telltale Games, the13

expectation from the fans is that it will be good14

because their Walking Dead video game was Video Game of15

the Year.  And I've read countless postings about that16

online and in articles online and printed in the press.17

    Q    Have you ever seen any studies that suggest18

that people buy video games because of the publisher?19

    A    No.20

    Q    When a video game comes out like -- well, let's21

say The Walking Dead: Survival Instinct, which we have22

in Exhibit 54, the game itself shows very big picture of23

The Walking Dead; correct?24

    A    Yes.25
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    Q    And Activision is the publisher of this game?1

    A    The video game came out as Assault.2

    Q    I'm sorry, it came out as?3

    A    Assault.4

    Q    What do you mean it came out as Assault?5

    A    The video game that I'm aware of came out --6

    Q    For The Walking Dead?7

    A    Came out Assault.8

    Q    Are you familiar with Exhibit 54, which is --9

    A    That may be in an earlier one.10

    Q    Let me just show you Exhibit 53, which is11

another game we have from The Walking Dead that's been12

identified on the record.13

         Are you familiar with Exhibit 53?14

    A    Yes.15

    Q    And this is by Telltale Games?16

    A    Yes.17

    Q    And Telltale Games's logo is in the lower18

right-hand corner, and it's right in the middle under19

The Walking Dead; correct?20

    A    Correct.  And this is the adaptation of the21

comic book, not the TV series.  And my apologies.  The22

Walking Dead: Assault was what Activision wanted to call23

it.  We changed it to Survival Instinct.24

    Q    So the one that you have --25
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    A    Yes, is the correct one, sorry, yes.1

    Q    Which I think that's Exhibit 54.2

    A    That's correct.3

    Q    Good.4

    A    Yes.  We changed it from Assault to Survival5

Instinct.6

         MR. GRACE:  That was the Video Game of the7

Year?8

         THE WITNESS:  No, no, no.  This one was the9

Video Game of the Year.  They're two different types of10

gameplay.11

BY MR. GELFAND:12

    Q    Have you ever seen any studies that talk about13

the brand of the producer having an impact on the motion14

picture public?15

    A    I don't read those kinds of studies.16

    Q    Have you ever seen any studies that people --17

that the motion picture-going public even knows who the18

producer of particular movies is?19

    A    I haven't read studies.  I have anecdotal20

evidence.21

    Q    Have you ever commissioned any studies to22

determine whether or not the movie-going public knows23

that Valhalla Motion Pictures is a producer of pictures24

that you've done?25
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    A    I don't commission studies, but I imagine that1

the Producers Guild of America may have that2

information.3

    Q    You are aware that until I took your deposition4

in this matter, video games were not offered for sale on5

your website; is that correct?6

    A    That's correct.  You pointed it out.7

    Q    Are there any royalties available for that?8

    A    Ha-ha.9

    Q    In fact, as of the time of your deposition,10

which I believe was April of this year, there was11

nothing at all mentioned on the website that associated12

Valhalla Motion Pictures or Valhalla Entertainment with13

video games; isn't that correct?14

    A    I believe that we may have posted tweets or15

links to Facebook postings.16

    Q    But on the website itself?17

    A    We had links at various times, not at once --18

you know, so it depended on the time that you check.19

    Q    So in other words, if somebody would have20

tweeted about something, it may have been there?21

    A    Correct.22

    Q    At the time?23

    A    Correct.24

    Q    Or a posting at the time?25
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    A    Correct.1

    Q    Other than a link to either a Facebook posting2

or a tweet, with respect to the website itself as of3

April of this past year, there was no other reference to4

any of the video games that Valhalla -- that had been5

spun off from Valhalla projects; is that correct?6

    A    Not that I'm aware of, but I don't administrate7

the website.8

         MR. GELFAND:  I have nothing further.9

         MR. GRACE:  Same stipulation?10

         MR. GELFAND:  Yes.11

         (The following stipulation from the testimony12

         of Phillip Kobylanski, taken December 10,13

         2013, is incorporated on instruction of14

         counsel:15

             "MR. GELFAND:  I think we've entered into a16

         stipulation that the reporter can forward the17

         original transcript to Mr. Grace and Mr. Grace18

         will proceed to do what is necessary and19

         appropriate pursuant to TTAB rules and20

         regulations.21

             "MR. GRACE:  That is agreeable.")22

         (Whereupon, at 3:35 P.M., the taking of the23

         trial testimony of Gale A. Hurd was concluded.)24

25
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             PENALTY OF PERJURY CERTIFICATE1

2

     I hereby declare I am the witness in the within3

matter, that I have read the foregoing transcript and4

know the contents thereof; that I declare that the same5

is true to my knowledge, except as to the matters which6

are therein stated upon my information or belief, and as7

to those matters, I believe them to be true.8

     I declare being aware of the penalties of perjury,9

that the foregoing answers are true and correct.10

11

12

13

14

     Executed on the _____ day of _______________, ____,15

at _________________________, _________________________.16

            (CITY)                    (STATE)17

18

19

20

         ______________________________________21

                      GALE A. HURD22

23

24

25
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STATE OF CALIFORNIA       )1
                          ) ss:
COUNTY OF LOS ANGELES     )2

3

         I, DEBORAH R. MEYERS, do hereby certify:4

         That I am a duly qualified Certified Shorthand5

Reporter, in and for the State of California, holder of6

certificate number 8569, which is in full force and7

effect and that I am authorized to administer oaths and8

affirmations;9

         That the foregoing trial testimony of the10

herein named witness was taken before me at the time and11

place herein set forth;12

         That prior to being examined, the witness named13

in the foregoing testimony, was duly sworn or affirmed14

by me, to testify the truth, the whole truth, and15

nothing but the truth;16

         That the testimony of the witness and all17

objections made at the time of the examination were18

recorded stenographically by me, and were thereafter19

transcribed under my direction and supervision;20

         That the foregoing pages contain a full, true21

and accurate record of the proceedings and testimony to22

the best of my skill and ability;23

         That prior to the completion of the foregoing24

testimony, review of the transcript was requested.25
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         I further certify that I am not a relative or1

employee or attorney or counsel of any of the parties,2

nor am I a relative or employee of such attorney or3

counsel, nor am I financially interested in the outcome4

of this action.5

6

         IN WITNESS WHEREOF, I have subscribed my name7

this ____ day of _____________, ____.8

9

10

         ______________________________________11

         DEBORAH R. MEYERS, CSR No. 856912

13

14

15

16

17

18

19

20

21

22

23

24

25
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                      ERRATA SHEET1

2

If any corrections to your testimony are necessary,3
indicate them on this sheet, giving the change, page
number, line number and reason for change.4

PAGE  LINE  FROM                   TO5

____  ____  _____________________  _____________________6

Reason  ________________________________________________7

____  ____  _____________________  _____________________8

Reason  ________________________________________________9

____  ____  _____________________  _____________________10

Reason  ________________________________________________11

____  ____  _____________________  _____________________12

Reason  ________________________________________________13

____  ____  _____________________  _____________________14

Reason  ________________________________________________15

____  ____  _____________________  _____________________16

Reason  ________________________________________________17

____  ____  _____________________  _____________________18

Reason  ________________________________________________19

____  ____  _____________________  _____________________20

Reason  ________________________________________________21

____  ____  _____________________  _____________________22

Reason  ________________________________________________23

24
_________________________________  _____________________
Signature                          Date25
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VALHALLA ENTERTAINMENT PROJECTS  vS 04.10.13 
(All Film and TV credits are on screen) 

Title: VERY GOOD GIRLS (2013) (Feature Film) 
Credit: Executive Producer - Gale Anne Hurd 

Title: ANTI 
Comic Book 
Issues: 3 
Print Date: August 2012 
Anti Series (12 Gauge Comics, 2012 - present) 
Valhalla Logo present on cover 

ntle: DEAD MANS RUN  
Comic Book  
Issues: 4  
Print Date: October 2011  
Dead Man's Run series (Aspen Comics, 2011- Present)  
Valhalla Logo present on cover  

Title: THE SCOURGE  
Comic Book  
Issues: 7  
Print Date: August 2010  
The Scourge series (Aspen ComiCS, 2010-2011)  
Valhalla Logo present on cover  

Title: LAST MAN STANDING (TV MOVIE) (2011)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and animated logo (cloSing credits)  
Air Date: June 6, 2011  

ntle: THE WRONGED MAN (TV MOVIE) (2010)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and logo (closing credits)  
Air Date: January 17th 2010  

Title: THE WALKING DEAD (TV) (2010-)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and animated logo (closing credits)  
Airdate: October 31,2010  
Episodes Aired: 35 as of 3/31/13  
Video Game$:  
The Walking Oead Season 2 (Developer/Publisher: Telltale Games, 2013 not yet released)  
The Walking Dead: Survival Instinct (Developer: Terminal Reality; Publisher: Actlvlslon, 2013)  
-rhe Walking Dead: The Game (Developer/Publisher: Telltale Games, 2012)  
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The Walking Dead: Assault (Developer/Publisher: Gamagio, 2012)  
The Walking Dead Social Game (Developer/Publisher: Eyes Wide Games and RockYou, 20l2)  

Title: CHOCTAW CODe TALKERS (DOCUMENTARY) (2010)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures and logo (closing credits)  

Title: THE PIRATE CODE: REAL PIRATES (DOCUMENTARy) (2009)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Title: TERMINATOR: THE SARAH CONNOR CHRONICLES  (TV Series) (2008-2009)  
Credit: Writer (characters)  

ntle: PUNISHER: WAR ZONE (Feature Film) (2008)  
Credit: Producer - Gale Anne Hurd   I,
Company Credit: Valhalla Motion Pictures and animated logo (closing credits)  
Release Date: 12/5/08 

"  

Title: THE INCREDIBLE  HULK (Feature Film) (2008)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Release Date: 6/13/08  
Video Games:  
The Incredible Hulk (Developer: Edge of Reality; Publisher: Sega, 200S)  

Title: WELCOME TO THE JUNGLE (DTV)  (2007)  
Credit: Producer - Gale Anne Hurd  
COmpany Credit: Valhalla Motion Pictures and animated logo (Pre credits)  

Title: BREADWINNERS (TV Pilot)  (2005)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Title: .EON FLUX (Feature Film) (2005)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Picture  

Release Date: 12/2/05  
Video Games:  
.tEon Flux (Developer: Terminal Reality; Publisher: Majesto Games, 2005)  
Comic Books:  
.tEon Flux (Dark Horse, 2005)  -Issues: 5  
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Title: THE PUNISHER (Feature Film) (2004) 
Credit: Producer - Ga Ie Anne Hurd 
Company Credit: Valhalla Motion Pictures and animated logo (closing credits) 

Release Date: 4/16/04 
Video Games: 
The Punisher (Developer: Volition, Inc; Publisher: THO, 2004) (CREDIT: Special Thanks) 

Title: THE COVEN  (TV MOVIE) (2004) 
Credit: Executive Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures 

Title: TERMINATOR 3: RISE OF THE MACHINES (Feature Film) (2003) 
Credit: Executive Producer, Writer (characters) - Gale Anne Hurd 

Release Date: 7/2/03 
Video Games: 
Terminator 3: War of the Machines (Developer: Clever's Gamesj Publisher: Atari, 2003) 
Terminator 3: The Redemption (Developer; Paradigm Ent.; Publisher: Atari, 2004) (CREDIT: Writer [characters]) 
Terminator 3: Rise of the Machines (Developer: Black Ops Ent , Shiny Ent , Taniko; Publisher: Atari, 2003) (CREDIT: 
Writer [characters]) 
Terminator 3: Rise of the Machines (Pinball) (Stern, 2003) 
Comic Books: 
The Terminator 2029 (Dark Horse, 2010) • Issues: 4 
Terminator 3 (Beckett, 2003) • Issues: 9 

ntle: HULK (Feature Film) (2003) 
Credit: Producer- Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and animated logo (closing credits) 

Release Date: 6/20/03 
Video Games: 
Hulk (Developer:  Radical Media; publisher: Vivendi Games, 2003) (CREDIT: spedal Thanks) 

Title: TRUE WHISPERS (DOCUMENTARY) (2002) 
Credit: Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and logo (closing credits) 

TItle: CLOCKSTOPPERS (Feature Film) (2002) 
Credit: Producer - Gale Anne Hurd 

Company Credit: Valhalla Motion Pictures 

Release Date: 3/29/02 

Title: ADVENTURE INC. (TV Series) (2002-2003) 
Credit: Executive Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and logo (closing credits) 

Air Date: September 30,2002 
Episodes Aired: 10 Episodes 
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Title: VIRUS  (Feature Film) (1999)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures and logo (closing credits)  

Release Date: 1/15/99  

Title: DICK (Feature Film) (1999)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 8/3/99  

Title: DEAD  MAN ON CAMPUS (Feature Film) (1998)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 8/21/98  

Title: ARMAGEDDON (Feature Film) (1998)  
Credit: Producer - Gale Anne Hurd  
Company Credit: valhalla Motion Pictures and animated logo (Pre-Credits)  

Release Date: 7/1/98  

Title: SWITCHBACK (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 10/31/97  

Title: DANTE'S PEAK (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Release Date: 2/7/97  
Company Credit: Pacific Western Productions  

Title:  THE RELIC  (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific western Productions  

Release Date: 1/10/97  

Title: THE GHOST AND THE  DARKNESS (Feature Film)  (1996)  
Credit: Producer  - Gale Anne Hurd  

Release Date: 10/11/96  

Title: TREMORS 2: AFTERSHOCKS (DTV) (1996)  
Credit: Executive Consultant - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: SUGARTIME ,(TV MOVIE) (1995)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
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Title: WITCH  HUNT (TV MOVIE) (1994)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: SAFE  PASSAGE (Feature Film) (1994)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 12/25/94  

TItle: NO  ESCAPE (Feature Film) (1994)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date:  4/29/94  

Video Games:  
No Escape (Sony,  1994)  

Comic Books:  
No Escape (Marvel, 1994) - Pacific Western Productions credit -Issues: 3  

Title: RAISING CAIN  (Feature Film) (1992)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 8/7/92  

TItle: THE WATERDANCE (Feature Film) (1992)  

Credit: Producer - Gale Anne Hurd  
Company Credit: No Frills Production  

Release Date: 5/15/92  

Title: TERMINATOR 2: JUDGMENT DAY (Feature Film) (1991)  

Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 7/3/91  

Video Games:  
CR: Terminator 2 - Judgment Day (Developer/Publisher: Cross Media International, 2008, only ;eleased inJapan)  
Terminator 2: Judgment Day - Chess Wars (Developer:  IntraCorp; Publisher: Capstone Software, 1993)  
Terminator 2:  Judgment  Day  (Developer:  Bits Studios,  Probe  Ent, Arc  Developments;  Publisher:  Flying  Edge,  UN,  
1993)  
Terminator 2: Judgment Day (Developer: Bits Studios; Publisher: UN, 1991)  
Terminator 2: Judgment Day (Developer/Publisher: Ocean Software, 1991)  
Terminator 2: Judgment Day (Pinball) (Williams Electronics, 1991)  
Terminator 2: Judgment Day (Arcade) (Developer/Publisher: Midway, 1991)  

Comic Books:  
Terminator 2 (Dynamite Ent"  2008) -Issues: 2  
Terminator 2:  Infinity (Dynamite Ent ,,2007) -Issues: 33  
Terminator 2: Judgment Day (iBooks, 2003) -Issues: 4  
T2: Nuclear Twilight (Malibu, 1995) - Issues: 4  
T2: Cybernetic Dawn (Malibu, 1995) - Issues: 5  
Terminator 2: Judgment Day (Marvel, 1991) -Issues: 4  
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Title: CAST A DEADLY SPELL (lV MOVIE) (1991)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: TREMORS (Feature Film) (1990)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 1/19/90  

Title: DOWNTOWN (Feature Film) (1990)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 1/1/2/90  

Title: ALIEN NATION (lV Series) (1989-1990)  
Credit: Consultant - Gale Anne Hurd  
Episodes Aired: 21  

ｔｬｴｬ･ｾ＠ THE ABYSS (Feature Film) (1989)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: A Gale Anne Hurd Production  

Release Date: 8/11/89  

Title: ALIEN NATION (Feature Film) (1988)  
Credit: Producer  - Gale Anne Hurd  
Release Date: 10/7/88  
Comic Books:  
Alien Nation: The Lost Episode (Malibu, 1992) -Issues: 1 
Alien Nation: The Skin Trade (Adventure, 1991) -Issues: 4 
Alien Nation: Public Enemy (Adventure, 1991) -Issues: 4 
Alien Nation: The First Comers (Adventure, 1991) -Issues: 4 
Alien Nation: The Spartans (Adventure, 1990) -Issues: 8 
Alien Nation: The Spartans (Malibu, 1990) ｾ＠ Issues: 1 
Alien Nation: A Breed Apart (Adventure, 1990) - Issues: 4 
Alien Nation Movie Special (DC, 1988) • Issues: 2 

Title: BAD DREAMS (Feature Film) (1988)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 4/8/88  

Title: ALIENS (Feature Film) (1986)  
Credit: Producer  - Gale Anne Hurd  
Release Date: 7/18/86  
Video Games:  
Aliens: Colonial Marines (Developer: Gearbox; Publisher: Sega, 2013)  
Aliens Infestation (Developer: WayForward Technologies; Publisher: Sega, 2011)  
Aliens: Extermination (Arcade) (Developer: Play Mechanixi Publisher: Global VR, 2006)  
Aliens Unleashed (Developer/publisher: Sorrent, 2003)  
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Aliens: Thanatos Encounter (Developer: Wicked Witch Software, Crawfish Interactive; Publisher: THo.. 2001) 
Aliens Online (Developer: Mythic Ent.; Publisher: Kesmai,  1998) 
Alien Trilogy (Developer: Probe Ent.; Publisher: Acclaim Ent, 1996) 
Aliens: A Comic Book Adventure (Developer/Publisher: Mindscape, 1995) 
Aiiens iArcade) (Developer/Publisher: Konami, 1990) 
Aliens (Developer/Publisher: Square, 1987) 
Aliens: The Computer Game (Developer: Software Studios; Publisher: Electric Dreams Software, Ricochet, 1987) 
Aliens: The Computer Game (Developer: Activision, Mr,  Micro; Publisher: Electric Dreams Software, 1986) 
Comic Books: 
Aliens: Colonial Marines - No Man Left Behind (Dark Horse, 2012) -Issues: 1 
Aliens: Fast Track to Heaven (Dark Horse, 2011)-lssues: 1 
Aliens Omnibus (Dark Horse, 2007) -Issues: 6 
Aliens: Salvation and Sacrifice (Dark Horse, 2001) - Issues: 1 
Aliens: Xenogenesis (Dark Horse, 1999) - Issues: 4 
Aliens: Apocalypse - The Destroying Angels (Dark Horse, 1999) • Issues: 5 
Aliens: Wraith (Dark Horse, 1998) -Issues: 1 
Aliens: Survival (Dark Horse, 1998) - Issues: 5 
Aliens: Stalker (Darlc Horse, 1998) - Issues: 1 
Aliens: Harvest (Dark Horse, 1998) - Issues: 1 
Aliens: Glass Corridor (Dark Horse, 1998) -Issues: 1 
Aliens: Special (Dark Horse, 1997) -Issues: 1 
Aliens: Purge (Dark Horse, 1997) -Issues: 1 
Aliens: Pig (Dark Horse, 1997) - Issues: 1 
Aliens: Kidnapped (Dark Horse, 1997)- Issues: 4 
Aliens: Havoc (Dark Horse, 1997) - Issues: 2 
Aliens: Alchemy (Dark Horse, 1997) -Issues: 3 
Aliens: Outbreak (Dark Horse, 1996) -Issues: 1 
Aliens: Nightmare Asylum (Dark Horse, 1996) - Issues: 1 
Aliens: Mondo Heat (Dark Horse, 1996) • Issues: 2 
Aliens: Lovesick (Dark Horse, 1996) - Issues: 1 
Aliens: Mondo Pest (Dark Horse, 1995) -Issues: 1 
Aliens: Berserker (Dark Horse, 1995) - Issues: 4 
Aliens: Stronghold (Dark Horse, 1994) -Issues: 6 
Aliens: Music of the Spears (Dark Horse, 1994) - Issues: 4 
Aliens: Earth Angel (Dark Horse, 1994) -Issues: 1 
Aliens: Sacrifice (Dark Horse, 1993) -Issues: 1 
Aliens: Salvation (Dark Horse, 1993) - Issues: 1 
Aliens: Rogue (Dark Horse, 1993) -Issues: 6 
Aliens: Labyrinth (Dark Horse, 1993) - Issues: 6 
Aliens: Countdown (Dark Horse, 1993) • Issues: 1 
Aliens: Colonial Marines (Dark Horse, 1993) -Issues: 10 
Aliens: Tribes (Dark Horse, 1992) - Issues: 3 
Aliens: Newt's Tale (Dark Horse, 1992) • Issues: 2 
AUens; Hive {Dark Horse, 1992} - Issues: 5 
Aliens: Muukalaiset (Jalava, 1991)- Issues: '1 
Aliens: Genocide (Dark Horse, 1991) - Issues: 6 
Aliens (Trident, 1991) -Issues: 2 
Aliens: Earth War (Dark Horse, 1990) -Issues: 7 
Aliens Book Two (Dark Horse, 1990) - Issues: 4 
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Title: THE TERMINATOR (Feature Film) (1984) 

Credit: Producer, Writer- Gale Anne Hurd 

Company Credit: Pacific Western Productions 

Release Date: 10/26/84 

Video Games: 
ｔ･ｲｭｩｮｾｴｯｲＺ＠ Dawn of Fate (Developer: Paradigm Ent ; Publisher: Infogames, 2002) (CREDIT: Writer [characters) 
The Terminator (Developer: Grey Matter; Publisher: Mindscape, 1993) 
The Terminator (Developer: Probe Software; Publisher: Virgin Games, 1992) 
The Terminator (Developer: Radical; publisher: Mindscape, Bethesda Softworks, 1992) 
The Terminator (Developer/Publisher: Bethesda Softworks, 1990) 

Comic 800ks: 
The Terminator: 1984 (Dark Horse, 2010)-lssues: 3  
Terminator: Revolution (Dark Horse, 2009) -Issues: 11  
The Terminator Omnibus (Dark Horse, 2008) -Issues: 2  
The Terminator: The Dark Years (Dark Horse, 1999) -Issues: 4  
The Terminator (Dark Horse, 1998)-lssues: 4  
The Terminator: Rewired (iBooks, 2004) -Issues:?  
The Terminator: Hunters and Killers (Dark Horse, 1992) • Issues: 3  
The Terminator: Endgame (Dark Horse, 1992) -Issues: 4  
The Terminator: The Enemy Within (Dark Horse, 1991) - Issues: 5  
The Terminator: Secondary Objectives (Dark Horse, 1991) - Issues: 5  
The Terminator: One Shot (Dark Horse, 1991) -Issues: 1  
The Terminator: The Burning Earth (NOW, 1990) -Issues: 6  
The Terminator: All My Futures Past (Now, 1990) -Issues: 2  
The Terminator (Dark Horse, 1990) • Issues: 6  
The Terminator (NOW, 1988) -Issues: 17  

Title: SMOKEY BITES THE DUST (Feature Film) (1981) 

Credit: Co-Producer - Gale Anne Hurd 
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A  WARNING Before playing this game, read  the Xbox 360g console. 
Xbox 360 Kinect'" Sensor. and accessory manuals for important safety and health 
information.www.xbox.com/support. 

Important Health Warning: Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images. including flashing lights or patterns that may appear in 
video games. Even people with no history of seizures or epilepsy may have an 
undiagnosed condition that can cause "photosensitive epileptic seizures· while 
watching video games. Symptoms can include light-headedness. altered vision. 
eye or face twitching, jerking or shaking of arms or legs. disorientation. confusion. 
momentary loss of awareness. and loss of consciousness or convulsions that can 
lead to injury from falling down or striking nearby objects. Immediately stop 
playing and consult a doctor if you experience any of these symptoms. 
Parents. watch for or ask children about these symptoms- children and teenagers 
are more likely to experience these seizures. The risk may be reduced by being 
farther from the screen; using a smaller screen; playing in a well - lit room, and not 
playing when drowsy or fatigued. If you or any relatives have a history of seizures or 
epilepsy, consult a doctor before playing. 
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Set 1r tile  ,\1Jr1d .,.1f ｾ ｣｢･ｲｬ＠ Kirkman's award-wmng comic book senes,  The Walking Dead is a 
ｧ｡ｾｳ＠ of ad•,e!Jture tilrror. You play as lee'Everett, a university professor convicted of a crime of 
ｯ｡ｳＮｳｩｯ ｬｽ ｾ Ｌ ｾｮｾ｣･＼ｊ＠ to jail. While being transported  to pnson, your world  is turned upside down 
as +na ｾ＠ begins, and you are thrown headlong into a world devastated by the undead 
The Walking Dead is a game where your choices matter. Things you say and do will have a 
airect effed on the story that you experience,.leading to numerous possible outcomes. Choose 

',  because your life and the life of those you care about will depend on your decisions 
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NAVIGATION & INTERACTION 

To move Lee around the environment, use 0 To  interact vmri ｾ＿Ｇｾ＠ ..... t111r the 

environment. move the reticle using G Objects or characters that can  ｴｩ･Ｎ Ｇ ｾｾＮＮＮＮＬ Ｌｴｮ＠ w 

have a selection node, represented by a 6  on or near them. To select a ｈｾ Ｎ＠ rlib,.{., 
! .• 

over  rt and press the appropriate button as prompted on-screen.  1 

ACTION 
The Walking Dead includes action scenes that require time-sensrtive input to allow  ｰｲｯｧｲｾ＠

or survival. When  indicated on-screen, press or tap 0 0 0 or • . A pulsing button 

indicates actions that require a button to be rapidly tapped 

You will sometimes be prompted  to choose a direction or person:  choose  left or right using 0 
Using a gun or nfle 1n  the world of  The Walking Dead 1s  nsky; noise will often attract walkers, 

but sometimes the use of firepower 1s  your only option . To aim your weapon.  use G and  to 

shoot.  press e 
CONVERSATION 

to say" could have a dramatic effect on your story.  Many choices are  timed (represented by a 

shrinking horizontal bar across the screen), so you'll have to think fast (and then live with the 
consequences)I  You  may choose one of up  to four options presented on-screen. Press the 

button associated with your chrnce 

*Note: you can choose to say nothing, represented on-screen by [ ••• ]. This 1s iust as valid a 

choice as saying something and the character you are  in conversation with will  take note 

"'  Hllll MEIHU 

Play: Start a new game 

or continue from a previous 

save point 

Achievements : Displays 

Xbox 360 Achievements' lor 

The Walking Dead 

Help & Optio ns: Display controls and Adjust sotJlld  (volume)  and gameplay 

(subtities,  etc.) settings. 

Exi t Game: Exit out of The Walking Dead to the Xbox 360 DashbOOr{J 

Resume Game: flesume game at the poirrt you left off. 

ﾷﾷｾＬＮＮＺＢ＠ ,· . • ..t.,.. 

. ,...·•\ 
.... ; . .'• 
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-· - PllU:SE MENU 
ｾ＠ .... 

Achievements : lr.it-tys Xbox 
,fsfor 

Walking Dead 

ume) and  gameplay (subtitles, 

Main Menu: Exit out of gameplay and return to  the Main Menu  (all  progress beyond your most 

recent auto-save will be  lost) 

Exit Game: Exrt out of The Walking Dead to  the Xbox 360 Dashboard 

·  STYLE CHOICE ..  ' 

Standard: This style 1s 
suggested  for most players 

Selection nodes are visible from 
any distance and cho1ce/tutorial 

ｾ＠ ,j text is visible 

' " 

4 

Minimal: This style 1s  suggested for experienced adventure gamers and/or those looking for a 

more challenging expenence  Selection nodes are visible only at close range, and no ch01ce/ 
tutorial a5S!Stance  IS VISlble 

ｾ＠

SAVE SELECTIOll 

The Walking Dead offers 

the game in different 

lfilVS -lnd..diSCover how your 

-.... , ...... 
-- - - -...... 

t 

.. 

［ｾﾷ＠ . ' . 

..  EPISODE SELECTIDll 

Using 41 and ｾ＠ you can 

move between each of the 
5 episodes of The Walking 
Dead, allowing you  to start the 

game from the beginning or to 
dive 1n midway to expenence 

the gruesome world of  The 
Walking Dead as you see  fit  It IS  recommended  that you play through each episode m order  ｴｾ＠
eniay the best possible expenence 

Note: Starting a new game from a later episode without  ｣ｯｭｰｬ･ｴｩｾｧ＠ all previous ep1SOdes on the, 

same save slot will generate random game dec1S1ons  for those skipped episodes 

4 
• ,1 IEWIND MENU 

: . 
Dunng an episode, checkpoints 

are reached that you can  rewind 
to at any point by returning  to 

the Main Menu, navigating to the 

desired Episode and save slot, 

and  then choosing the 'Rewind' 

opbon.  Rewind checkpoints are labeled by chapter with a graphical representation of the scene 
that you will  rewind  into.  This option allows you to  replay part of an episode  to change any major 

decisions you've made since, without having  to  replay the entire episode 

Note: All  progress past a rewind point will be  lost if you opt to use this function 

.  HELP AllD OPTIOllS 

From this menu you can adjust 

1n  game volume for character 
v01ces,  sound effects, and music, 

as well as toggle subtitles and 

various other notification and 

display options. 
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For use only with Xbo. 360® entertainment systems with "NTSC" designation. Xbox 160 requires up to 256 MB for system 
updates and additional storage for some game features. Storage requirements subject to change. Unauthorized copying, 
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A WARNING Before playing th is game,  read  the Xbol( 360  console,  
Xbox 360 Kined  Sensor  and accessory manuals for Important safety and health  
Informatlon.www.xbox.com/ support.  

Important Health Warning : Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed  to 
certain visual  images. including flashing lights or patterns that may appear in 
video games. Even people with nO  history of seizures or epilepsy may have an 
undiagnosed condition that can cause  photosensitive epileptic seizures  while 
watching video games  Symptoms can Include light-headedness. altered vision, 
eye or face twitchi ng,Jerklng or shaking of arms or legs, disorientation, confusion 
momentary loss of awareness, and loss of consCIousness or convulSions that can 
lead to injury from falling down or striking nearby objeds. Immediately stop 
playing and consult a doctor if you experience any of these sym ptoms. 
Parents, watch for or ask children about these symptoms- children and teenagers 
are more likely to experience these seizures. The risk may be reduced by being 
farther from the screen; using a smaller screen; plaYing In a well -lit room, and not 
playing when drowsy or fatigued. If you or any re latives have a history of seizures or 
epilepsy. consult a doctor before plaYing. 

Warranty and Cootact Information: 

• Ｍ ｬｾ＠ ｾＺ＾ｴＢ＠ I.  exr.eOl  lloldavs) 

Technical Support; 'Suooo1  VO"J  can 'eacn DIll  ,<I)port learn al suppof1@tellaleaames com 
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,. INTRODUCTION 

Set an  the. wor1a  oi Robert Kirkman's3l'.'ard\Vlnnlng comic book series  The Walking Dead ｾ＠ a 
game of aclven1ure horror  You  playas lee Everett  aUniVersity professor  ｣Ｚｯｮｶｬ､ｾ＠ oj a cnmp  J 

pass!On and sentenced 10 jail  While being  transoorted  to pilson  your  world  IS  rurned  uPside dOWTl 

as  tl1e  ｡ｰｯ｣｡ｾＧｰｳｐ＠ Oeg1l15.  and  you are  thrown neadlong Into aworld  devastated bv  Ule undead 
The Walking Dead IS  agame where your chOices  matter  Things you say and  do IVlII  nave a 
direct effect on  the story  that you experience"leaqmg 10 numerous POSSIble  outcomes,Choose 
·,isely. because your life and  the  life of  those you care aboul  w111  depend on  your decISIons 

, CONTROLS 
i , 

IV ;  

411 1'1  ｜ ＱＱ ｾ＠  

o 

ｾ Xbo) GUIde 

Move CIlarncter  

Move camera/rebcle  

ActioniDialog buttons -

Shoot  (scoped view only)  

Pause Game  
rCMgate  Menus 

•(;) 
0 0 
6),  O  Dow 
o button.. 

NAVIGATION & INTERACTION 

To  mo...e Lee around  the environment  'Ise  0 To  Iflterac.l WlI!'l  objects or people 'MtTun  the 

enwonmenL move me  reticle LlSIng  0  Oblects or characters  tI1at can be 'n\eracteo 'Nllh 

"ave aselecton Clode  -ep-esented Dy  a _'  on or  near  them  To select anode, fTl0V9 vour  reU 

over  It  and  Oless  thl? aopropnale button as Drompteo on-screen 

ACTION 
The Walking Dead InCludes action scenes  that reqUire ume,s911SJlNe  input to aiiovi  ｰｲｮｧ ｲｴＺｾ＠ ion 

or survIval  When  Indicated on·screen  Dress or  tap 6) CD 0 or (CI A.pulsing butiOn

J   ,ndicates acbans mat leOUIre abunon 10  be laptdl,  !Bppeo 

You  ,VIii sometimes be promPled 10  ChOOSE-3 dlrecuon or  oerscn.  Choose  len or ngnt uSing  0 
JSlng a gun or  nfle In the  world  C"  The Walking Dead .s ｉｓｾｙ Ｌ＠ nOIse  WJII often aurae!  'Nalk6rS 

but somebmes  the USE  Qi rlrepov.'er  '5 VOLlr  onl)  option  To al1l1youl  weapon  use  0 ,and  10 

Sll()O\, Dress n 

CONVERSATION 
...O/lversauon WJ\tl non  player cnaracters  IS  a fluge  oart  ｾｬ＠ The Walking Dead What you choose 

to  say'  could nave a iramatlc effec\ on your slory  Many chOices all" WTleO  JepreSenren Dy  a 

shnnklJ1Q  horizomal Dar  across  the screenI so  'Iou'li have 10  think  ias!  (and  \Ilen  11'18 willl  tllE 

consequences] I  You  may choose one of  UP  10  four  OPtions presented on-screen  Press  the 

Dutton aSSOCIated  '1J1tr\ vour ChOice 

"Note: you can choose  to  say DOltllng, represented on-screen b,  I••• ·  ThIS  IS  Just a5  valid a 

chOice as saYing sometllrng ana  the character you are  In  ｣ｯｮｶ･ｲｳ｡ｾｯｮ＠ 'Mth  WIll  take  note 

ｾ＠ MAIN MENU 

Play: Starr anef game 
lr continue  trom a preVIOUS 

save  paint 

Achievements: DisPlays  

box  360 AchlevementS'o  ｾ＠
The Walking Dead 

Help & Options: Display controls and Adjust sblInd  [volume) and gameplay  

lsubtltles. etc. setungs  

Exit Game: Exit out at  The Walking Dead to the Xbox 360 Dashboard 

Resume  Game: Resume game at theOQin! you len 0 
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Ｎ ＭＺ｟ｾ＠ - PAUSE  MEIIU 

Achievements: ｾｳｄｩ｡ﾷＮ Ｍ 'box  

ＳＶｾ＠ "ch!aver1ents :01 The  
Walking Dead  

Help & Options: Disolay  

ｾｯｮｬｲｾＱｓ＠ and Adjust sound  
(\'o!umel and gameplay (subtitles  

elc.!  settings  

Main Menu: Exll out of gamepray and  return 10  the Main  Menu  (aill1fogress oevond your  most 

retent auto-selVe Will  be  lost\ 

Exit Game: bit OUI  of  The Walking Dead Ie  tile Xoox  360 Dasnuoaro 

.' _- ;  STYLE  CHOICE 

Standard: -('us style IS  

suggested  for most player 5  

SelectJOfl  !lodes are ';lSible  from  

any distance and cnolceiW!Onal  

texi  IS  VISible.  

Minimal: This style  IS  suggested  ior exoenenced adventur€:  gamers andlQr  !nose  lOOking ior a 

more challengmg exoeJlenCE  Selectton nod2E are vISiblE  onry  at  close  lange.ana no CIlOlre 

luronal a5S1stance  IS  IIls:ble 

Ｎｾ＠

SAVE  SELECTION 

The Walking Dead offers  

3 save slots so  that you car  

e!\penence  the game in different  
,'rays and discover how your  

dloices ultimately affect yoU!  

story  You CaIH;()PY asave  

game to anew sial or delete asave game from  Ihls screen  

-- ｾＭ

.... 1WooT 

-- ---
1ft&.-

" ,  EPlSOOEl AfEW DAY I)
'.  EPISODE  SELECTION .. 

ti l 
Usmg  dlJ and a..,you  can 

. \·  ＮＮＬ ｾ 1  •  ·1 ｾ＠
move between each of the  ,,,<'f ｾ Ｚ＠ Ｎ＠ -.. Ｎｩ ｾＮＬｲｾｾＺｯＬ［Ｚ＠.ｾ ＺＭＧ Ｑ_'I  .'  r .5 epISOdes of  The Walking 

\  ｾ｜＠ .Dead.allowing  you  to  start the  ｾ＠ ＮＬ＠ .  . ....  L 

game from  the  begInning or  to 
..... Pt.At - BlCl(

dIVe  In  midlNay  to expenence 
thegruesome world  of  The 

Walking Dead as you see  frt  II IS  recommended  thaI you Play Ulrough each episode  in order 10 

enjoy  the best pOSSible exoenence 

Note: Stanmg anew game  trom a later episode WIthout  comptenng all  previous epISOdes on  the 

same save slot WIll  generate random  game dooslons for  those sklPDed epISOdes 

..;t 

• ｾ Ｎ＠ 6 REWIND  MENU 

Dunng an epIsode.  checkpoInts 

are reached  that you can  rewInd 

10 at any pomt by returnIng  to 

the Main Menu. naVlgabng  to  the 

desired EpISOde and save SlOt. 

and  then chOOSIng  the 'Rewlnd 

opbon  Rewmd checkpOInts are labeled by chapter with a graphical  representation of lI1e scene 

that you WIll  reWInd  into  This opban  allows you  to  replay par1 of an episode 10 change any major 

deCISIOns you've made since. without haVIng  to  replay the enbre  epISOde 

Note: All orogress past arewind point will  be lost if you  opt  to use  thIS  function 

, _  HELP  AND  OPTIONS 

From  thiS  menu you can  adjus 
n game volume  for cI1aracte 

VOIces.  sound effects, and music 
as well as  toggle subtitles and 

various other notificatron and 

display opbons. 
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.&WI\RNIN G. IF YOU HAve AHISTORY OF EPilEPSY 
OR SEIZURES. ｃｏｾｉｓｕｬｦ＠ ". DOCTDR BEFORE USE 
tERTAIN ーｾｮｅｒｴｪｓ＠ ｍｾｙ＠ TRIOGER  SEIZURES WITH 
NQ PRIOR HISTORY DEFORE USING liND FOR MORE 
DETAilS SEE INS IRUCTIONS FOR THE  PRODUCT 
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.& WARNING: PHOTOSENSITIVITY/EPIL EPSY/SEIZURES  

READ BEFORE USING YOUR PLAYSTATlON 82 COMPUTER ENTERTAINMEN T SYSTE M.  
A very  small  percentage  of  individuals  may  experience  epileptic  seizures  or  blackouts  wilen 
exposed  to  certain  lighl  patterns  or  flashing  lights  Exposure  to certalll  patterns  or backgrounds 
0 11 a television  screen  or  when  playing  video  games  may trigger epileptic  seizures or blackouts  in 
these  individuals.  Tl1ese conditions  may  trigger  previously  undetected  ep ileptic  symptoms  or 
seizures  in persons who have  no  history of  prior  seizures  or epilepsy. If you. or anyone  in your 
fami ly  has  an epileptic  condition  or  l1as  had  seizures  of  any  kind,  consult  your  physician  before 
playing.  IMMEDI ATELY DISCONTINUE  use  and  consult YOll r physician before  resuming  gameplay 
if YOll  or your child experience any  of  the  follOWing  health  problems or symptoms 
•  dizziness  •  disorientation 
•  altered vision  •  seizures 
•  eye  or muscle  tWitches  •  any  involuntary moveme nt  or con vulsion 
•  loss of awareness 
RESUME  GAMEPLAY ONLY  ON  APPROVAL  OF  YOUR  PHYSICIAN 

Use and li andling of video games 10 reduce Ihe likelihood of a seizure 
•  Use  in  a well-lit area  and  keep  as  far away  as  possible from  the  te levision  screen. 
•  Avoid  large screen  televisions.  Use  the  smallest  television  screen  available. 
•  Avoid  prolonged  use of  the  PlayStatian  2 system. 

Take a 15-minule break during  each  hour of  play. 
•  Avoid  playing when you  are  tired or  need sleep. 

Stop  using  the  system  immediately  il  you  experience  any  of  the  following  symptoms 
lightheadedness, nausea.  or  a sensation  similar  to  motion  sickness;  discomfort  or  pain  in  the 
eyes,  ears,  hands,  arms,  or any  other part  of  the  body.  If  the  condition persists,  consult a doctor. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation  2 system  to  aprojection TV without first consulting  the  user manua l 
for  your  projection  TV.  unless  it  is  of  the  LCD  type  Otherwise. it  may  permanently  damage  your 
TV  screen. 

HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
•  This  disc is  intended  for  use  only with  PlayStation  2 consoles  with  the  NTSC  U/C  deSignation. 
•  Do  not bend  it.  crush  it  or  submerge  it  in  liquids. 
•  Do not  leave  it  in  direct sunlight  or  near a radiator or  other source  of  heat. 
•  Be  sure  to  take  an  occasional  rest  break during  ex1ended  play. 
•  Keep  this compact  disc clean . Always hold  the  disc  by  the edges and  keep  it  in  its protective 

case  when  not  in  use.  Clean  the disc with a lint-free,  soft,  dry cloth, wiping  in  straight  lines 
from  center to outer edge. Never use solvents or abrasive cleaners. 

Thank you  for purchasing  The Incr'edible Hull( . Please  not.e  that 
this  software  is  designed for  use  with t he  PlaySt at ion"'2  computer 
entertainment system.  Be  sure to read this software manual  thoroughly 
before you start plaYing. 
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USB connectors 

eo<lUOII&r  ｰｯｾ＠ 1 3  Tcontroiief pon 2 ------

Set up  your  ｐ ｬ ｡ｹｓｴ｡ｴｩｯｮ ｾ computer enterta inment system  accord ing to  the 
instructi ons supplied wi th your system. Check that the  system  is turned on 
(the on/standby  indicator  is  green).  Insert  The Incredible HiliI(' disc  in the 
system with the label  side  facing up.  Attach  game controllers and  other 
peripherals as appropriate. Fo llow the on-screen  instructions and  refer to  this 
manual for information on  using the  software . 

Memory Card (SMB)(for  ｐ ｬ ｡ｹ ｓｴ｡ｴｩｯｮｾＩ＠

CINlMlS 

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS 

L2 button  

LI button   R1 bu ttonI;:: 
I  l lr-- R2  button 

SONY 

directional  ｾＺ Ｍbuttons 
- F-;

\ 
p 

left ana log Slick  
(L3 button wllr"  ｰｵｳｮｾ､＠ dow"1  

X  buttonSE LECT button 
L-_____ 0  button

ANALOGmode button  
START button  
fight analog stick  

(R3 button when  ｾｵｓｨｏｊｪ＠ down\ 

To save  game settings and progress,  insert a memory card (8MB)(for PlayStation®2) 
into MEMORYCARD slot 1 of your  ｐｬ｡ｹｓｴ｡ｴｩｯｮ ｾ system . You  can  load saved ga me 
data  from  the  same  memory card  or any memory card  (8MB)(for PlayStalion" 2) 
containing  previously saved  games. 

INTRllJUCII IN 
Cursed to  contain  the  rampaging monster within  him  known  as the 
Hulk,  scientist Bruce Banner  IS  living  in  the  shadows,  scouring  the 
planet for an  antidote  to  the  gamma  radiation  infection  that turns 
him  into a  living  engine  of destruction . But the warmongers who 
dream  of abusing  his  powers w on't leave  him alone , nor will  his 
need  t o be  w ith the  woman  he  loves,  Betty Ro ss . 

Upon  returning to  civilization,  Banner is  ruthlessly pursued  by 
the Abomination-a nightmarish  beast of  pure adrenaline and 
aggression  whose  powel' s match the  In credible  Hulk's  own . A  fight 
ensues  as  Banner must call  upon  the her o within to  rescue  New 
York City from  total destruction. 



While you  are  lopked  onto a targe\i, any punch , weapon attack or 
throw  is directed at that target . .... 
Press the ® button to t hrow  a  light punch.  Press t he 
e button to throw a heavy  punch. Press and  hold  before releaSing 
to power up  your  attack.  You  can string together multiple  punches 
to create combos. For example,  a  light pU[;lch  followed  by  a 
heavy punch  leads to a Clapping Knockback attack.  When you 
throw  three heavy punches  in  quick succession , you  attack with a 
powerful  uppercut. 

SPMIl 
Press the R1 button once you  have  built up  enough  Rage  to 
sprint, which  allows you  to charge through many objects.  Sprinting 
also depletes your Rage  Meter. 

IIlICI( 
Press the R2 button to block.  While  blocking , use the  left analog 
stick to take  a quick step  [or dash)  in  that direction. 

GRAB AtII 1HRIW 
You can  pick up  some objects ,  including  cars and  lamp posts,  and 
turn them  into weapons . Press the ® butt on to grab an  object or 
enemy in  front of you.  You  continue to hold  the object and  swing  it 
as a weapon  by  pressing  either the e button or the ® button. To 
throw the object you  are  holding,  press the ® button. If you  have 
a target  locked  [L 1 button), you  throw  it at that target. 

button 

direction . Note: You  can't grab a building  if you. are holding. an 
object. 

SIJIiU MIlES 
If you  have  bUilt up enough Rage , you  can  perform any Super Move 
that you have  unlocked , Use  the dir ectional buttons to select 
the Super Power you  want to use.  Press up  for the Super Ground 
Smash attack.  Press  right for Damage Boost.  Press  left for the 
Super Handclap attack.  Press down for Accelerated Regeneration. 
Press e button + ® button to perform your selected Super 
Move. 

Note: In  order to use a Super Move , you  must have already 
unlocked  it, and  have  enough Rage  [indicated  by'your Rage  Meter) 

lARGO lO the ® button to  ｉｾ ･ｬ･｡ｳ･＠ your grip and  fall.  Press th e " 
Press and  hold  the L 1 button to lock onto your closest  ｴ｡ ｲ ｧ･ ｾＮ＠ while holding  onto a building to spring off the wall  in  the opposite 

...., 
to 
Use t he  left analog stick to move. Use  the  r ight analog stick 

move the camera . Click the right analog stick to r ecanter t he 
camer a behind the HUlk. ,.. 
Press the" button to jump.  

and  farther with the next leap,  charge while  jumping.  
releasing  to power up your  jump for more height. To  move  higher 

MAMIIE IBJECl 
Once you  have unlocked  the corresponding ability, you  can t urn a 
car or  tank into a powerful weapon,  or  grab a  tJ iece  of pavement 
and use  it as  a shield . Press 0 button + ® button to weaponize 
an object. A cer tain  level of Rage  IS r equired . 

ｾ＠
Jump when  you  are close to and  facing  a building  and  press 
the ® button to grab the wall  of the building. While you  are 
gra!?bing a building , use  the  left analog stick to climb . Press 
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1 . Threat Level: The  higher your Threat Level . the  more points 
you  earn  by  smashing  your surroundings  and  defeating  enemies , 
and  the  more the  local  authorities attempt to bring you  dOI·.ll  YO llr 
Threat Level  gradually decreases over time  if you do  not cause 
damage . 

2. Mini Map: The  Mini M ap  contains an  overhead  map  of your 
surrounding  area  as well  as  icons  that  Indicate object ives. 
missions and  more . See M ini  M ap  on  page  9 . 

3. Health Gauge: This  indicates your  current Health.  If you  lose  all 
of your  Health.  the  mission  is  over  and  you  restart  from  your  last 
saved  position. 

4. Rage Meter: As  you  damage  enemies and  objects.  your Rage 
increases.  as  indicated  by  this  meter.  High  levels  of Rage  allow  you 
to  perform any  unlocked  Super Moves. as  well  as  giving  you  access 
to other abilities . 

5. Enemy Heal th - Indicates your current enemy's Health . This 
gauge  only  appears when you  are  fighting  a boss . 

6. Structure Damage - Indicates the  damage  level  of  the 
structure . This  gauge  only  appears when you  are  attacking  specific 
targets . 

7 . AJly Health - Indicates the  Health  of  your current ally  This 
gauge  only appears when  you  are defending an  ally. 

S. Messa ge: M essages . such  as  new unlocked  Feats,  are 
displayed  at  the  bottom of  the screen. 

GA. r.mu; 
START IVIJIJ 
STIIIY_ 
Select Stor y from  the M ain  M enu to  play the m ain  story  See  page 
8  for  more  Infor mation. 

EXlIlAS 
View  unlocked content,  including  concept art , videos ,  landmarks , 
secr et characters and  comic book covers . You  can  unlock  extras 
by  fin ding  pick-ups . exploring  the  world 's  landmarks  and  completing 
certain  Feats . 

5ElTIIGS 
Adlust game  options . 

SETTINGS ftBU 
GAME 
Invert X Look - Set left/  right camer a movement to  Normal  or 
Inverted . 

Inve r t Y Look - Set up /  down  camera  movement to Normal or 
Inverted . 

Vibrati on - Toggle  vibration  on /  off 

SFX Vol ume - Set volume  for Sound Effects (SFX) . 

M us ic Vo lu me - Set volume  for Music 

Dialo gue Volum e - Set volume  for Dialogue . 

Subt it les - Turn  subtitles  on/off. 

Credit s - View  the  names of  the  people  who helped  create  The 
Incr edible Hulk. the video  game . 



Threat Level , Score,  and  the number of Gamma Canister s and  Fury  rMlMAP 
Canisters you  have  found. 

The  M1Fii  Map is  located  in  the  lower-right 
GPS Map - This  inter active  ('lVerhead map of  the City  displays  corner of the  screen . Use it to zero  in  on 
missions and  objeotives,  and  ｾｬｉ ｯｷ ｳ＠ you  to set waypoint markers  ｭｩｳ ｾｩ ｯ ｮ ｳ Ｌ＠ objectives , ehemies and  more.  Icons 
and  more.  on  the Mini  Map  indicate the following: 
Upgra des - See' a  list of your unlocked Feats  and  Super Powers .  Green arrow - Your  position and the direction you  are 
Stats - See  a  list of current achievements , including  unlocked  headihg. The  white  line  beneath  the green arrow  indicates 
Feats.  enemies defeated, objects destroyed  and  more.  your height. 

Quit - Quit the  game and  ret urn to the  Main Menu.  Red dot - Enemy target . 

Press the ® button or  t he  START button to r eturn to  the game. 

SIIRY MIll 
Story mode consists  of  a number of missions that follow distinct 
story lines.  Between missions,  you  are  free  to explore and destroy 
to your heart's content. This allows you to unlock some Feats, 
which  lead  to bonus poWers aild abil ities . 

Objectives show up  on  the Mini Map as  colored  circles.  Each  color 
corresponds to a different story arc.  Seek out these objectives to 
advance  the story line. 

Blu e/Green/Aed/Purp le marker - Each  colored  marker 
corresponds  to a mission  for a different story arc. 

White arrow - Points toward north. 

Highlighted icon - Current objective . The  white  line  beneat h 
the dot indicates height. 

Select GPS  Map from the 
Pause Menu to view an 
overhead  map of the city.  Icons 
on  the map  indicate objectives , 
landmar ks,  mini-games and 
more.  Use the  left analog 
stick to move the map and 
use the  right analog stick to 

PAUSE I'tIIIJ 
Press t he START button while playing  to open  the Pause Menu.  
Pr ess tbe L 1 bu tto n or  t he R1 button to cycle through the  
following opt ions:  

Setti ogs -- Adjust game options.  

Status - View your current game status , including Health , Rage,  

INlEU CTnIE IU TS • SlBGlH 
Certain events  In Story mode,  such as digging your self out of 
r ubble , require you t o per for m  an  Interact ive Feat  of Strength. 
Follow the on-screen  prompts to find out which .buttons to press to 
successfully complete t he  task. 



H.ITS NI1IS 
As you explore , destroy and  defeat enemies,  you  unlock Feats t hat 
give you bonus powers ,  including  the ability to  jump higher,  run 
faster and more  W hen you  complete a Feat , you  see an  on-screen 
notification  letting you  know  what  you've  done.  Open  t he Pause 
menu and  select Upgrades to view  a  list of  the Feats that  you  have 
unlocked . 

Unlocking  certain Feats  allows you  to use Super Moves . 

PlCK..uPS 
As you  explore,  look  for pick-ups  to  boost  your Health  and  Rage . 

•  Gamma  Canisters  (green)  fully  restore your Health . 

•  Fury Canisters  (red/orange) completely  fill  your Rage  Meter. 

SIIIWAY STAnINS 
Subway  Stations provide you  with  a quick way to  get from  one  part 
of the city to  another.  To  use  a Subway, walk  to  the  Subway  icon 
and  press  the  0 button when  prompted . You  will  be  shown  a  list 
of unlocked  stations . Select a station  t o  immediately transfer to 
that spot 

ｗｉｎｩｾａｍｅｓ＠
You  can  find  mini-game markers throughout the map . 
Walk to  a marker and  press the 0 button to  launch 

the  mini-game.  

You  can  replay mini-games by  using the Mini-games  filter  in  the  
GPS  map.  
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HE'S ME RN.  GREEN  RND  VIRTURllY  
INDESTRUCTI BL E!  THE  INCREDIBLE  
ｈｕ ｬｾ＠ JU ST  GETS  STRONGER  RS  HE  

GETS MROOER.  THIS  HRlF·TON  SUPER  
HERO  ｾｏｅｓｎＧｔ＠ SRY  MUCH.  BUT  

THRT'S  OKRY  - HIS  POWERFUL  PUNCH  
DOES  Rll THE  TRlKING  FOR  HIM!  

POWER P UNCH 
HULK' · 

PDWER SMASH RITRC!' \! 
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UI'tIlE1I WARRANTY  
SEGA  of Amenca, Inc. warrants to the ortginal  consumer purchaser that  the game disc or cartridge  
shall be  tree  frol11  defeels in rii'aterial and workmanship for a petiQd  of  gO·days from  the origTnol  date  
at  purchase  If a detect covered  by th is limited  warranty occurs during thiS  gO·day warranty pe riod.  the  
detective  game disc Dr cart rioge will be replaced free of charge. Th is limited  Vlarranty does not apply  
if Ihe dstec1s  have been  caused by  negligence. accident. unreasonable use . modlhcation. tampering,  
or any ollle[ causes not related to  ､･ｦ･｣Ｑｩｾ･＠ materials or mallufacturing workmansh ip. This  limited  
warranty does not apply 10  used sol1Ware or to software  ｡ｇ ｱ＠ｵ ［ｲｾ ､ ｊ ｨ ｲｯ ｵ ｾ ｨ＠ private  trnnsactlans between  
individuals or puruhased from onl ine  auction slles.  PLease retain  the original , or a photocopy. of your  
daled sales  ｲ ･｣･ ｩ ｾｬ＠ to  establish the date of purchase  for In-warranty !6placement. Fo! re place ment,  
retufO the Product , with  its original packaging and  receipt.  to the  retailer from whtcil ihe software Vias  
originally purchased. In  the event that you  cannot obta in a rep lacemenl from the  retai ler,  please  contact  
SEGA  to obtain  support.  

OP\alning technical  support/service  
To receive additiona l support , including troublesllOoling assistance, please contact SEGA  at:  

• Website:  WWl'J. sega.com/support 
• Telephone: 1-800·USA-SEGA 

LIM IT ATI ONS ON WARRANTY 
ａｾｙ＠ APPLICAB LE  IMPLIED WARRANTIES,  INCLUDING  WARR<l.NTIES OF MERCHANTABILITYAND  
FITNESS  mR A PARTICULAR PURPOSE, ARE  HEREBY LIMITED  TO  90  DAYS FROM  THE  DATE OF  
PURCHASE  ａ ｾ ｄ＠ AR ESUBJECT  TO  H-IE  CON DITIONS  SET  ｾｑ ｒ ｔｉＱ＠ HEREIN: IN  NO EVENT SHALL  SEGA  
OF AMERICA, INC.  BE  LIABLE  FOR  CONSEQU ENTIAL OR  INCIDENTAL  DAMAGES  RESULTI NG FROM  
THE  BREACH  OF"ANV EXPRESS  OR  IMPLIED  WARRANTIES.  THE PROVISIONS OF THIS  LIMITED  
WARRANTY  ARE  VAllo  IN  THE UNITED STATES AND CANADA ONLY, SOME STATES DO  NOT ALLOW  
LIMITATIONS  ON HOW LONG  AN IMPLIED WARRANTY  LASTS, OR  EXCLUSIONOF  CDNSEO UENTIAL  
OR  INOIDENTAL  DAMAGES. SO  THE  ABOVE  liMITATION  DR  EXCLU SION MAY NOT APPLY TO YOU  
THIS WARRANTY  PROVIDES YOU  WITH SPEClFIC  LEGAL  RIGHTS.  YOU  MAY HAVE OTHER  RIGHTS  
THAT  VARY FROM STATfOTOSTATE.  

To  reg ister th is prODuct, please go to www.segacom  

SEGA  of AmsriGa, .IOG.  
650 Townsend  Street, Suite 650.  San  Francisco, CA  94103  

© SEGA, Al l rights  reserved. SEGA  is  registered In the U.S.  Patent and  Trademark Office. SEG A and  
the SEGA logo areeither regis te red  trademarks or trademarks  of SEGA Corporation. The  Incredible  
HUlkr the  Movie © 200'8 MVL Fi lm  Finance LLC.  Marvet;'The  Incredib le HUlk, all  ch aracte r names  and  
their distinctive likenesses TM & © 2008 Marl',el  ｅ ｮ｜ｾｲｴ｡ ｩ ｮ ｭ ･ｮｴ Ｌ＠ Inc.  and its subsidiarie s.  All  Rights  
Reserved. Additi onal  content © 2008 Edge of Reality' Ltd. All  rIghts  reserved.  "Edge of  Reality'" and  the  
Edge of RealilY  IOJlo a}e ｲ･ ｧ ｩ ｾ ｴｾｲ･ ､＠ trad! marks oj.Edge of Reality Ltd, AII,rIQhts  reserved,  
'PlayStation" and  the  "PS·· Family logo ars rll.Qiste red trademarks  of Sony Computer Entertainment Inc  

ｾｾＹｊｩＬｾ＠  

www.segacom
http:linIioll'.co
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I'VE  BEEN AN 
OFFICER IN  THE  NYPD 
FOR FIFTEEN YEARS, 

SEVEN AS A  MEMBER 
OF A  SWAT TEAM. 

UP UNTIL  A  MONTH 
AGO I  BELIEVED  I  HAD 

SEEN EVERYTHING--
THAT NOTHING COULD 

RATTLE ME. 



HE CONVINCED ME 
I  NEEDED TO GET 

OUT OF NEW YORK 
CITY FOR A  WHilE. 



WHICH IS EXACfLY 
WHY WE'VE BEEN 

HERE FOR THE 
PAST WEEK. 















Writer 
D if .Lｍ･ｾ＠ rscllWartz 

Aspen Showcase: Ember 

Artist 

AlexSanchez 
JSA Classified 

Star War.r" 1he Old Repuhlic 
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... EVERYTHING 
THAT EVER WAS 

OR WOULD EVER 
8E DR. PETER 
NEW8URGH... 
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Wh  I W  lJ  you  ? 
World Class Games &. Technology Jobs in North East Englarid 
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Games Indultry Job 

Search 1103 I  games indus  candesMajesco Inks Worldwide Publishing 
Job search  GoDeal For "Aeon Flux"; Video Game  

Scheduled To  Release With Motion   UK & Europe  rid 

Picture Starring Charllze Theron 
Recommend  Twe.t  0  submitill 

Game to Feature Voice and Likeness of Osea  -winning Actress 

EDISON, N.J., April 05, 2005 - MajeSco (NASDAQ.  JES), an innovatJve provider of 
diversified products and content for digital enterta nment platforms, today 
announced nhas secured the worldWkle rights 10 publ sh Aeon Flux for the Xbox 
vIieo.  Icroso"  Ild  flIIaySt  t-ti_IC__I...... 

__'....WTV 

"We are excited to be partnering  h MlV and Terminal Reality on such an 
encompassing project as Aeon FlUX," said Jesse sutton preslOent of  ajeSco.  By 
IncI  ding the YO  e talent and I keness of ChartiZe Theron  hope to proVkle 
ｴｯｮｳｵｭ･ｾ＠ a product thal seamJessly  wtthln  the woOd of Aeon Flux yet otrers 
an  Interactive component that complements  its enterta nmenl counterparts." 

DevelOped by Tennlnal ReaHly, creators of Majesco's hit BIoodRayne series, Aeon 
Flux Is based on Pe er Chung'  popular futuristic  MTV an  ed series aM  reatures 
a pal  ita 'ng blend of stealth, speed and acrobaUC  combat As beaubful as she is 
lethal, Aeon Flux Is an agent  hose abilities transcend ev  ryday belief: she will 
depeM upon those skills and talents to  the city of Bregna from an evil tyranny 

Paramount Pictures'/lakeshOre Entertainment's  ｾ･ｯｮ＠ FlUX'"  IS set 400 years in the 
future, when disease has wiped out the rna orily of the earth's popula -on except for 
one walled, protected city-stale, Bregna, ruled by a congress or scientists. The story 
centers on Aeon FLux (Chartlze TherOn). the top operatiVe In the underground  \  !  .  " 

,  \  ,ｾＧ＠ ｾ＠'Monlcan' rebellion, led by The Handler (Frances  ｾ＠ cDormand). When Aeon Is sent 
_  ,.',' 

on a mission to 1<111  a government leader. she uncovers a woOd of secrets 
ｮｮ ［ ｾｯｶｮｒｬ ｬ＠

S\.Jlr-rParamount Piclures and Lakeshore Enter1aJnment present a Valhalla Motion 
Pictures and MlV Rims product on. -Aeon Flux .. Directed by  ryn Kusama and 

EXHIBIT 73written by Phil Hay & t an Manfredi based upon characters created by Pe er Chu  , 
the film  Is produced by Gale Anne Hurd, David Gale, Gary Luec  I, and Greg  r(2oIHme:uk  ｾｾValhalla v Valhalla 
G()()(lJ1lan. Tom Rosenberg and Van Tomer executive produce_The  fllm Will  be  12-10-13  cr  tlv  ronneld slrlbute<l  n the Un  ed States by Paramount Pictures 
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Vivc  i Universa l ｇ｡ ｭｾｳ＠ Expands The HullcMOIIic Experience in the Ne)(\ Gcncra tlol1...  ·· re>  LOS ANGELES, April 10 / PRNewswire/  ..  t2/10/134:19 AN 

Online Member  Center
Connect with  Us: 

ｾ＠ II M&rrbor? 
CJick !ere to Jo In 

Mcm bcr  i$l n  In 

I'or ,10'11 rnit Ii  t 
Search  Jews Releases 

Fur  HhlKger 

Glubal Site 

PR Newswire Ser-.1ces  Knowl edg  Center  ReI  Con tact PR Newswire  R 

See more ne..... s releases in Comput er Electronics I Consumer  Electronics  I Multim edia & Internet  I EDt  r tainmenl I Film a n d Molion Picture 1- ew Produ cts 
& Services 

Vivendi Universal Games Expands The Hulk Movie Experience in the Next Generation 
Video Game 
Game Combines Popularity of Marvel Comic Boo  WIth Power ofTheatrica1 Release 

to Create llighJmpact Interactive Entertainment ActionAdvcnlure 

Lll(e  0  g  1 

!.OS  M1GELE:S,  Apr_l  _0  /l' RNc'ilo>wire/    ｖｾｶ･ｮ､ｾ＠ ｕｮｾｶ･ｲｳ｡Ｍ G<1mes '  c  (ulk 
vldeo  ｧ｡ｭｾＬ＠ based ｾｰｯｲ＠ Oniversal Pl:::U  es t  highly  an  icipated Um  version ｯｾ＠
ｯｾ｣＠ ｾＡ＠ ｾｾｲｶ･ｬ＠ Comics' mose ｭ･ｭｯｲｾｬ･＠ and ーｯｰｵｬ｡ｾ＠ Super Hcro(R)  ｳ･ｾｾ･ｳ Ｌ＠ wi l l  Featured ideo 
sp 0  re allers beginn'ng June 3,  2003.  The actlonpacked ｧ｡ｾ･＠ 15  bel g 
developed by  Vancouver,  Canadabased Ra  ｾ｣｡ｬ＠ Entertainment for  the 
rlaySta ion(R)2  compu er entertal  ment  system,  the  ｘ｢｣ｸＨＱｾＩ＠ vtdeo game system 
!  rOID  fucrosoft,  Nlnecndo Garr.eCt,;,be (  MJ  and  tne PC .  The Valhal  la Motion 
rlctJres/Good ｾｾｃﾷ＠ lne  Production wll  hi  theatres June 20,  1003. 

Wllh  d  brdnd n  w  s  ｯｲｹｬｾｌ･＠ 3eL  ､｛ｴｾｲ＠ lne evenLs of  dle  film,  The  Hulk 
v  deo  ｧｾｾ･＠ will  de  '  er garners  n  'ncredJble experence beyond the movie ,  The 
gGJ e  cO!T'bil es  vl$l..als  from  Lhe  0  igindl  comic  book  .i. l lust.rdtioll :;  IH  h  Lhe 
ｾ＠ 1m '9  remarkable diGl tallyc  eaced graph'l sand env i conments ,  a l' ng  ....i  ｾ ｬ＠ new 
imagery created exclu:Hvely f or  r.e  game.  Pla.ye::s  'an  nlClst.e;  Lwo  types of 
a:ne play .  s  el.ther Bruce Banner or "'he  Hu  k  as they  ｢｡ｾ＠ 1e  lead characters 

from  tb!:!  fi_m ,  ｦ､ｊｉｕｬｾ｡ｴＧ＠ tmemie::>  from  t.he Marvel  Un  verse (':'M)  or  ew  v1.llains  The M,lItlple Scle  •  A  soc  tkll'l  I 
ｾｲ･｡ ｴ･､＠ specif'cally for  (hp garre .  Wi  h  &u1ly  des rue  ible and interac iv  Arrerica Announces 9.Y im fOf  M) • W 
environment.s.  playe scan virtl.ally  manipclate.  dest:oy or  se anyt.hing  dS  d  19.Y 1m C8rrpalgn 
,;,.,apon .  vh  h  h ' s  superhuma'1  p  wer  u "' led by  rage .  The  Hulk  cCln  smash  ｴｾＢＧ ＼ＧＩｵ ｧｲＬ＠

any p:lysical obst.acle and anr.H date ｲＮｾｓ＠ [oe$  ",ith  over q5 devastaLing 
.:lttackr.: . 

ＢｾＧＺｦＡ＠ helve  ',oc-keci  side  by  siee "' l  th  our  ｨ･ｃＡｾｲｈＺ｡ｬ＠ par ners to  extend the 
HI' k  'x  ri p-ncr'  beyond t  (,  bi  sere  n  and  de  1 VU'  , t  to  the hand  (I f  gall'ers . "  Journalists and Bloggers 
soJ.J  Luc:  Vanhal.  Presi enl  & cae  of  vu  ....dllI.eS,  NC':-th  Ameri  0.  '''l.'he  movie  use:; 
ｾｇｊ＠ to  c"'eatl  a  fullyYea!  7.ed  ｣ｨ｡｡｣ｾ･ｾ＠ ons Teen and  w .  have  d  velope  a  g  ｾ･＠
ｲｾ｡ｴ＠ ｢ｲｾｮｱｳ＠ ｡ｬｾ＠ the power and personality ｾｦ＠ the movie  cnarac.ter to garners 
,:"verywhere across a  'Jarie  y  of  .lat arms .  You  can  XPf'C  "'hp  Hulk  v1deo  game: 
to  be every bit  as powerflL  as the  "i1m  ｷｾｬｬ＠ be." 

'''rhe Hu: Ie  vldeogame repr:  sen s  a  :h eepronged approach  j  n  bui iding  "'he 
.0_  imate  ｡｣ｾｾｯｮ＠ Sup  r  Hero  franchise  from  comic book  0  film  to  ｾｮｴ･ｲ｡｣ｴｾｶ･＠ Visit PR  w  Ire for 
"nter a_nment, "  said Tl lr  Rothwell,  Serl.:1r vice p  esiden ,  Universal Stu  i05  Journalists for rale  98, photos, 
ConSL::rr.er  Produc".:s Gro\.:p .  "Our  goal 1s  to  provide fans  everywhere wi.  h  a  PrafNet experts,  and customized 
massive  HUlk  ･ｸｰ･ｲｾ･ｮ｣･＠ that  wil l  launch 1n  t  e  lheater ｡ｮｾ＠ on  video games  feecls  just for Media, 
screens simultaneously. " 

" lhc  Lr"lls_tion  for  IJUI"  ch.lra::ters !:rOD'I  Lhc  'larvC.L  Unl.vcrse to  t he  View Bnd  download archl\ed Video 
eractive unIverse is vi  I  ally  seamless and only help  La  enhan e  th  content distributed by Mul  IVu on 

:"..cral':' c.xpcrience," sal.d  Russ Brown,  I:':xccctl.ve Vl.ce  ｐｲ･ｳｾ､･ｮ ｴ Ｌ＠ Consumer  The Digital Cen  r 
Products,  Promotions &  R  ail  ｾ｡ｬ･ｳ Ｌ＠ Marv  L  Ef'te"prises. Inc .  "Th  H'lk  has 
ｷｯｲｾ､ｷｾ､･＠ ｲ･｣ｯｧｮｩｴｾｯｮ＠ and  appeal ,  He  is  one of  the  most  physically powerful 
and erne  iona:ly  ｣ｯｾｾ･ｬｬｩ＠ g  Super Hero cnaracter s  ever created _  By  extending 
t.l"ll,S  franchi!l<::  across  these mediums we  ｡ｾ･＠ able t o  create ｣ｸ｣ｾ t ing  new 
chapte s  in  Hul  l ore . " 

Inte active Extension 0  Movie  Story 
Wi t h  a  brand  new  s t ory  ine  ､ｾｳ･ｩｮ｣ ｴ＠ to  the game and  ｳ｣ｾ＠ after the events 

ｾ＠ he  fi 1m,  The  Hulk  ·ollo'ils  he  pI i  ht of  troubled scientist Bruce  anner 
and his enraged alter ego,  Hulk,  as  they ba t tle  ｡ｱ｡ｾｮｾ ｾ＠ ］｡ｭｾ ｬ ｾｵｲ＠ ｣ｮ･ｭｾ･ｳ＠ from 
t;'lE.'  ｾ｡ｲｶ･ｬ＠ :::omics  world  and new vi  ｬ ｡ｾ ｲ｜ｳ＠ ｳｰ･｣ｾｦｩＨＬ［＠ c  this advent" 're o  Betrayed 
by  his  long :.irr,c  col':'cagt:e  nd mentClr ,  Professor Crawford.  ｂｲｾ｣ＢＬ＠ unwittinql ' 
releaRes he  ･ｳｳｾｾ｣･＠ of  the  ｈｾｬｫ＠ into 3n  Orb,  f  ｬ ｬｾ ｮｱ＠ prey  ｾ｣＠ he Leader,  d 

ｶＧＺＢｬｬ｡ｾｃｉ＠ iHLen!.  on  sing Lhe  Ht,. l k ' s  ene.rgy Lo  ｵｮｬ･｣Ｚｬｾｨ＠ d  relentles  army 0: 
"Qa."mna '·  _reat1:res ,  No·...  B::  ce  iT',11S"  Dursue hi!;  neri  foe  ::hrouqh S  r.  Fra:1clSC ' , 

htto:J/ www.cl.n(!wswlre.com/ncws-relcases/  ·vendl-universal. cames· .. ltOiInds·tIl  -hu l\c·molllc ·exoerlence·in-the· next·ocnNalion-video- oame- 7083302 2..html 
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VM! fldl  nlve rs al Games Expands The Hulk Movie Expe,;cnce ;n the Ne)(! Generalion,.,   re>  LOS ANGELES, Apr l : O IPRN ew5wi(cl--  1.2/10/13 4:19 AN 

l.:1to  Alcatraz, out of  heavJ.ly g'.J<lrded milltar"  inscalla.:ions and  f.:...r.ally  to 
he  ｴ･ｲｲｩｦｹｾｮ｡Ｌ＠ surreal Freehold of  rhe Leader ｨｌｾｳ･ｬＮ＠ Only  by  :ac' ng  h ' s 

"'.fl. !lha.:cered l.dcnt;.,cy and  g.ll.n.J.ng concrol of  tile  beast ''':l.t:  1.D  turr  will  Br  c(; 
have the  ｡｢ｾｾｩｴｹ＠ 0  destroy thp  insane inten  on  of  he L  adsr . 

Dua  Game lay and Action 
The  Hulx  game allows p  ayers to master two  ､ｩｦｦ｣ｲ･ｮｾ＠ gameplay styles 

I.4ll  que  0  both Bruce Sa ner a  d  The  Hulk .  As  Bruce Benner,  he  aver mu  t 
employ the powers of  logl.c  and  ｳｾ･｡ｬ＠ h  while  sLruggling tu  contain the Hulk 
inside of  him  in  order to  successfully comple e  missions .  As  the Hu  Ie ,  the 
payer must power their way  through 25 massive ,  hl.ghlydetailed and Lm  r s ive 
env'on ents, direc ly  'nspired by  he  ｦＱｌｾ＠ and exclusive  0  the game.  T1ey 
ｾｾｬｬ＠ face five  intense boss battles, smash up  co  '0 enemies at once and 
destrcv foes wi  hover "15  devast.ating at  cke. 

Rea  World  Sumu_at1on 
,hi  e  the player cont:rol s  the  ｩｮ｣ｲ･ｾ＠ le power and  rage of  l  e  Hulk , 

obJects react to  damage as they wot;ld  i:'l  the real wo::ld ,  ､ｾｳｰｬ｡ｹｩｮｧ＠ benaVl.ors 
ｾｯｮｳ｢ｬ･ｮｴ＠ with  he  rea:!. eifect  of  mass, mdtter Clnd  grav.l.ty.  ｾｯｲＺ＠ example 
cars bounce ott walls  0  show  bo  y  damaqe, glass shatters, broken pipes rol  . 
The  smashing game.  ay  is enhanced :is  virtually  allY  object can be manipulated, 
estroyed or  us  d  a  a  ｷ･｡ｰｯｾ＠ Ｎ＠

About  mhe  Hulk  ｾｩｬｭ＠
Un.l.ve:sal Picture:$ ーｲ･ｳ･ｮｴｾ＠ 1.n  (lssocl.ation with  l'I.tarvel  £::nterto nment Group 

do  Valha1la Mo  10  ?lcru e  /Good  ｉＭｾｨｬｮ･＠ Produc Ion  0"  an  ,l\ng  Lee  f l  lm,  ｾｨ･＠

Hulk..  Ace  aimed  ':J.lmmaker Ang  Lee's  o!lCepL  for  h_::I  i.in  adapldt.J.on ',)f  le 
;lass ic  '1arvel Comics series, The  lncredibl Ii?  Hulk ,  ..:orrb' res a 11  the e  erner  ts 
o·  ..l  blockbuster vl.oual effectsJ.1l  Hsive s  pechero movi(?  with  the brooding 
romance and  tragedy of  Universal's c]ass'c horror films .  In  ｡･ｰｩ｣ｴｾｮｧ＠ 7  e 
Hulk  as both a  ｧｾｰ･ｲｨ･ｲｯ＠ and a  monster, a  wish  fu  ｾｩｬ＠ ment and a  nlohtmare, 
l,ee  3nd his  t:  am  have staye  Crl.lO:  LO  the Bubvt:raive s  ｾｲｩｴ＠ of  the cla9s1c 

"om'c book charac er w!lBe  complet.ely l.pdatinq The Hulk  and projecting him 
into  the dangers and a  pica  'ons of con emporary ｴｾｭ･ｳＮ＠

ｅｾｩｾ＠ Bana s  ars as scien 1s  Bruce Banner, Nhcse 1nner demons transform 
ｮｾｭ＠ in  .he aftermath 0 a  catastrop" c  experiment.  Bana plays bot;'  the human 
Banner and  through qroundbreaKing visual e  Bcts  technology provided by  thp. 
Oscar(RIw'nning Industrial Light  and Magic   t  e  superhuman Hulk .  Jennifer 
"'onnelly por;:l'ays Be  ty  Ross,  :.hose ｳ｣ｩ･ｮｴｾＬ＠ f1e  ｧ･ｮｾｵｳ＠ ｵｮｷｾｴｴｾｮ ｧ ｬｹ＠ :1s1ps 
ur.leash Ｇ｛Ｇｨｾ＠ Hul'<;  Nl.ck  Nolte play:J  Banner's brilliant  facher,  who  unwl. ｴＱＺｾｮｧｬｹ＠
pdsses  on  d  Lragic  legacy La  n's  011,  a:ld  Sam  E111.01  po  troY5  the commander uf 
a  topsecret m_li  cary  res&arch  center. 

Unl.ve  sal  ｓｴｵ､ｾｯｳ＠ Consumer P(oducLs Group  (U5CPG)  is responsible fo r 
glObal  licensing and retail scracegics as weI  as  ｢ｵｾｬ､ｩｮｧ＠ brand recognition. 
US  ｐｾ＠ 1..S  a  unit:  0:  Universal Pict.u.ces,  a  div1..s1..ol1  of  Vivendi  UNIVERSAL 
ｅｮｴ･ｲｴ｡ｩｾｾｮ｣＠ (VUE)  (  www.universalscudios.com), tnc U.S.based  fiLm , 
televis_on and  ｲ･｣ｲ･｡ｴｾｯｮ＠ enti  y  of  V  vendi  ｕｮｾｶ･ｲｳＧ＠ 1,  a qlobal media and 
ｾｯｭｭｵｮｩ｣｡ｴｾｯｮｳ＠ company. 

J\bou  ｍ｡ｲｶ｣ｾ＠ ｅｮ｣･ｲｰｲｩｾ｣ｧ Ｌ＠ Inc. 
ｾｾｲｶ･ｬ＠ Enterpr ses,  nc o  (NYSE :  YVLJ  1S  a  leaainq q_oba  characterbased 

n  erru'nment ｣ｏｾ ｬ ｮｹ＠ tn  ｾ＠ nas develope  and  wns  a  libr  ry  c  ｭｯｲｾ＠ han 
"I, iOO  ｣ｨ｡ｾ｡｣＠ ers wh:ch have en er dined gene.  ions around Ll'le  wor  d  for  over 
tiO  years ,  a  vel's operal rs  Clrc  foc\J!3ed  in  i"'n  c r ra!nmn  an  C0'15UrrCr 
oroduct ｬｩ｣･ｮｳｾｮｱ＠ and  ｣ｯｲｮｾ｣＠ book publishing.  Marvel  S  ｵ､ｾｯｳ＠ supports the 
development of  realllCe  films,  DVD/video  products and TV  series .  t-'..a.r- el's 
creative team also suppar s  the creation of  vl.deo games and toy  I 1nes based on 
i ts  ｣ｨ｡ｲ｡｣ｬ･ｲｾ＠ as well  as for  !I  broad and grOIo'lng  raIlge of  consumer products 
and services ｬＮｮ｣ｬｵｾｮｧ＠ apparel, ｣ｯｬｬ･｣ｴｾ｢｟･ｳＬ＠ t  ods and promotlons.  Marvel ' s 
omi::  boo  iVlsion  is  c1  leading publisher in  che global markelp a  e  while 

a  so serving as an  l nvaluable source of  n  ellectual prop<::rty.  Marvel ' s  oy 
ｬｾ＠ djvJ.sion is a  recognized creative force and leader ill  toy des.l.gn, sales 

3nd  rn  rketing,  developing and  ｾｶ＠ rsee '  9  bot")  icensee anti  in'  ｯｾｳ･＠ ｾｯｹ＠ 1ines. 
For  .;I.dd.!.t.ional  .nionn"Ll.on vis.!.L  hLLp : //www .ma  "el . ·oo 

About.  V  vend.!.  Univer:.al  Ｇ［｡ｺｲＮ･ｾ＠
Headquarreced in  Ne....  '(ork,  Vivendi  Univer sal Games  (  www .vJgame.:.. com 

a  global leader ir.  mulLi  placform 'nteractive ･ｮｴ･ｲｌ｡ｩｾｾ･ｮｴ＠ Ｎ＠ A  leading 
publis ler of  PC.  console and on 1  neba ed in  erac ive  conten ,  Vivendi 
J!ll..versal Games' portfo  io of development ＡＬ［ｌｵ､ｾｯｳ＠ .l.nclucies Bl ack Label Galr.cs, 
ｴｬｾＷＮｺ｡ｲ､＠ Entertainment,  Coktel ,  Fox  Interactive, Knowledge Advent  re,  NDA 
Productions, S1erra E  ter  ｡ｩｮｭ･ｮｾ＠ and  ｕｮｬＮｶ･ｲｳ｡ｾ＠ ｉｮｾ･ｲ｡ ｣ ｌｩｶ･＠ Ｎ＠ Through ics 
Partner Publishl.ng Group,  livend'  Oniversal Ga  es 31$0 copublishes a1d/or 
disL  ibutes inLecdctive produ;,;Ls fo t  d  number of  sLralegic paL  re  .,  including 
Crave Enter ainment ,  In  erplay, Majesco,  Myth  c  ｲＮｮｴ･ｾｴ｡ｩｮｭ･ｮｴ＠ and  ' mon  & 
ｾ｣ｨｵｳｴ＠ r,  among others. 

Xbox  l.!l  d  LCdot:!lT1drk  01  I-1il..  osofl  20rpord' .l-on  1..[1  'he  Un.Lred  S' a Las  and/or 
vc..::r  countries.  ＧＺｾＬ＠ ｾ ｮ､＠ (R)  and c:'ie  .'i!1te:1dc,  Gall',cCubc arc trademarks of 
N.l.l.   O!lIdo.  eel  20 \1  Nir Landt •. 

The  Incredible Hulk  .:.nd  .:.11  rC::'ated  co:nic bock  .:h,Jr.;.cters: Tlo1  &  (C)  2003 
Marvel   ｃｨｾｲ｡｣ｬｾｬｳ Ｌ＠ ｉｮｾ＠ Ｎ＠ All  =J.ghLs  reserved. 

THE  HULK  Movie  (C)  2003 Unl.versal Studios .  Al_  R.J.ghts Reserved . 
Super Hero (es)  .l-S  d  ｣ｯ Ｍ ｯｷｮｾ､＠ regisLered ｴｲｾ､･ｭｾｲｫＮ＠
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